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RETRO MAGAZINE 


Hey there, Nintendo Force faithful! As you probably know by now, we 
usually reserve this inside-the-front-cover position for an announce- 
ment or promotional space for NF Magazine itself — but this time we're 
sharing the love! If you haven't yet heard of RETRO Magazine, you 
should let your eyes spend an extra few precious seconds on the ad 
below to take in its epicness. RETRO is a lot like NF in many respects, 
in that it's created by a dedicated dream team of video game journal- 
ists who still believe that the medium of the magazine is something 
special. Their content is an effective complement to our own, as they 
focus fully on the old-school age of gaming - and how the retro era is 
still impacting the industry today, too. They're running a special deal 
just for NF subscribers, so please consider supporting them! Go retro! 


ШР ТИШ ALL RETRO GAMING FANATICS! 3 A 
кана РИСКЕ DEAL FOR-NINTENDO FORCE 2 > 
чи SUBSCRIBERS GET YOUR 1-УБА RETRO === 

i T.SUBSCRIPTION FOR:ONLY $24! — 


[OF THE GAMES, LIFESTYLE AND CULTURE OF 


Е ЙЕ COVER EERYTHIN FROM OLD-SCHOOL CLASSICS Т 
то ~ HE ED TITLES, PACKING EACH ISSUE WITH IN-DEPTH DEVELOPER 
ЦЕНА аа | INTERVIEWS, RETROSPECTIVES, COLUMNS FROM SOME OF YOUR FAVORITE GAME - 
THE JUMPOETS = ANALISTS FROM THE LAST 30 YEARS AND MUCH MORE. TRY IT FOR FREE! 
Ro mM аа SIT RE, 0, TOM/SUBSCRIPTIDNS | ТОПА" 
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? Inbox 


Women in the Spotlight 


Howdy! This is Emily Rogers, welcoming you to our 
September/October 2014 issue! To celebrate the 
upcoming release of titles like Shantae and the 
Pirate's Curse and Bayonetta 2, this issue's theme, 
"Leading Ladies," will honor the long history of 
iconic female characters who have appeared on 
Nintendo platforms. We've seen the company 
continue this tradition at E3 when they revealed 
Splatoon for the very first time - the squid girls 
from Splatoon have become so popular that 
they've already developed a large fan art follow- 
ing over the past four months! 

Our staff has compiled a list of the Top 30 most 
important (or influential) female characters to 
grace Nintendo's platforms. In a separate feature 
called "The Women of WayForward," Tony Ponce 
analyzes WayForward's history of creating games 
with female protagonists. Then, if you're still 
craving more WayForward content, make sure to 
check out Tony's final preview of our cover game, 
Shantae and the Pirate's Curse. 

The theme of this issue isn't restricted to fic- 
tional characters, though; we're also covering 
real-life women who have been influential in the 
game industry. We recommend reading two inter- 
views conducted by Jonathan Holmes with 
Skullgirls illustrator Mariel Cartwright and Smash 
Bros. competitor Lil Chen. 

Lastly, our review for Hyrule Warriors is here! 
Turn to Page 70 to find out if it's a hit or a miss! 

Our staff works around the clock to create some- 
thing that is both entertaining and insightful, 
and we hope that you'll find this latest 
issue to be an enjoyable read! 


^ 27 
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ISSUE #10: 


WHEN WORLDS 
| COLLIDE 


ISSUE #10: 
JULY/AUGUST 2014 


Definitely Super Smash Bros. It's not 
only a great fighter that almost 
everyone can play, but it's also a cel- 
ebration of everything Nintendo. 

- GERVIN FRANCISCO 

We couldn't agree more, Gervin! 
Super Smash Bros. is like the nexus 
of all Nintendo fandom - no 
matter which character or fran- 
chise from the Big N you think is 
the best, chances are it's part of 
Smash. Be sure to check out Neal 
and Daan's hands-on impressions 
with the 3DS version of Smash on 
Page 33, along with the reveal of all 
the remaining hidden characters 
one page later! 


Professor Layton vs. Phoenix Wright: 
Ace Attorney - it was a perfect cross- 
over with characters that would fit 
well into each other's universe. In fact 
Professor Layton was based off the 
Phoenix Wright character which made 
it make even more sense to do a 
crossover. - WESTON McCAY 
Gotta agree with this pick too, as 
the perfect blending of the two 
finger-pointing heroes' gameplay 
styles is what inspired us to make 
Layton vs. Wright the cover game 
for Issue #9. But Layton was based 
on Wright? That's one Гуе never 
heard before. I suppose it could 
make sense, what with the finger- 
pointing and all... 


Pokémon Conquest is my favorite. І 
had never even heard of Nobunaga's 
Ambition and I'd rarely played the 
Fire Emblem-esque types of games. 
But | love Pokémon. Fortunately, this 
became one of my favorite games 
ever, crossing over my favorite video 
game franchise with feudal Japan! 

- PATRICK LY 

Now we just need a Conquest 2! 


"When Worlds Collide" 
was the theme of our 
July/August issue, as our 
attention turned to video 
game crossovers. Mario 
and Sonic going to the 
Olympics together, the 
Battletoads teaming up 
with the Lee brothers 
from Double Dragon... 
there have been so many 
great examples over the 
years! We asked you to 
share your favorites, and 
here's what you said: 


Pokémon Conquest was so amazing to 
me. I love turn-based strategy games 
and feudal Japan and Pokémon, the 
designs were amazing and the execu- 
tion was flawless. It's probably one of 
my favorite Pokémon games as a 
result, because it's interesting and 
provides hundreds of hours' worth of 
gameplay and uses a different 
formula from the main games. 

– SUSAN MILLS 

That's two for Pokémon Conquest! 
Hey Nintendo and Koei Tecmo! 
You're done with Hyrule Warriors 
now, right? Time to go back to your 
previous crossover collaboration! 


CAPTAIN RAIIIINBOW! 

- @THEBITBLOCK 

Josh Thomas, your love of Captain 
Rainbow is well-known the world 
over. But you're an NF contributor! 
What are you doing writing in to 
the Inbox? 


Seriously though . . . Captain Rainbow 
is the right answer to this. 

- @THEBITBLOCK 

OK, OK. Will this make you happy? 


Кеер Crossovers Comin’ 
a 


t NF did this feature. Crossover 
games are amazing and І really hope that 
they keep happening because putting 
game characters into different environ- 
ments with different-world characters 
basically ensures that gaming will never 
go Stale and reinforces game company 
relationships. - SUSAN MILLS 
Nintendo, Capcom, Koei Tecmo, Bandai 
Namco, Sega and the rest of the compa- 
nies that keep producing them seem to 
agree with you, Susan! In fact, even 
more crossover content has now been 
announced. Flip over to Page 12! 


I love t 


Hah! Capcom vs. SNK 2, of course! It 
lets me PROVE The King of Fighters 
is better than Street Fighter! 

- @SHONENOTAKU 


It’s an oldie but goodie, lots of 
memories playing Mega Man Soccer 
for the Super Nintendo. Wow, it was 
released 20 years ago. 

- @DAVJCARTER 

Wait, was Mega Man Soccer a 
crossover game? Crossing a pass 
of the ball over the field doesn’t 
count. 


| really like Wario Blast! Also, І wish 
Captain Rainbow could have been 
released in the U.S. - MATT 
BANKEY 

Josh's fans must have followed 
him here... 


My favorite crossover game is 
Konami's Wai Wai World for the 


Famicom. It's basically a giant cross- 
over featuring a ton of Konami char- 


acters, and it's a shame it never got 
released outside of Japan. Also, 
while we're on the topic, where is 
Shin Megami Tensei X Fire 


At the top of my Nintendo DS list for 
crossovers is Jump Super Stars/ 
Ultimate Stars. These games are just 
packed with characters that any 
manga enthusiast would know. 
Dragon Ball Z, Naruto, One Piece, 
Prince of Tennis - you name it, it's 
there. Jump Super/Ultimate Stars 
lets you put all of your favorite iconic 
anime characters together in one 
gigantic battle royale. They never 
came out in U.S., but these gems in 
their own rights really shine when it 
comes to crossovers. - JEREMY 
FALLECKER 

It would have been great if the 
licensing minefield to get those 
games released here in America 
could have been navigated. 


Top crossover on a Nintendo console 
has to go to Super Smash Bros. 
Brawl. Гуе been going through the 
Subspace Emissary again, and it's 
ridiculously awesome how Nintendo 
merged so many disparate fran- 
chises together into one epic, 
sprawling adventure. The fanservice 
on display in Brawl has yet to be 
topped. - ROBERT MARRUJO 
We'll miss Subspace, for sure. 


Honestly I’m going to have to agree 
with Robert Marrujo and say that 
SSBB wins, hands down. The 
Subspace Emissary, managing to 
connect all those franchises into a 
sprawling, multi-faceted storyline 
with numerous characters. It's prac- 
tically a playable, family-friendly, 
Nintendo version of Game of 
Thrones. - TERRY WOOD 

I honestly have no idea how to 
respond to that comparison, so I'll 
just let you readers try to imagine 
what a "family-friendly Game of 
Thrones" could possibly be like. 


A peculiar response, but I'd have to 
say the obscure Somari, an unli- 
censed NES game replacing the Blue 
Blur with Mario. Why do І choose 
such a weird game? Just 'cuz it's 
really weird. Look it up, will ya? 

- MATTHEW PERSON 


19238 & 


do. 


од 


The Not-So-Subtle Slam 


Sonic's shoes were found in Cranky's Video Game 
Heroes, more than 12 years before his first true 
Nintendo crossover. -@PROTOMANX 

An excellent example! Earthworm Jim was 
also insulted on this screen from the end of 
Donkey Kong Country 2, as both were called 
"No Hopers." My, how things change. 


DON'T ANGER 


THE OX 


Dear Mr. Ox, 

To be honest, I'm not quite sure how 
to anger you. I just wanted the 
chance to get a letter in a famous 
magazine. Sorry. But as long as I'm 
here, let me ask you... 

Which of the characters for Super 
Smash Bros. for 3DS and Wii U are 
you most looking forward to playing 
as? Personally, while І mostly look 
forward to Mario, since he's my main 
man, newcomer Pac-Man is made of 
pure awesome and І want to try him 
out and kick serious butt. 

- JUMPMAN84 

Besides the obvious choices (Dr. 
Mario, Mega Man, R.O.B.), I can't 
wait to use the Duck Hunt Dog. 
More than just his namesake, he's 
bringing moves from all sorts of 
Zapper games, and pairing him 
with a duck just seems so cool and 
unique. Of course, that also brings 
to mind something else: Where 
are all the Zapper games, 
Nintendo? You even introduced a 
Zapper for the Wii, but we never 
saw new or VC versions of Duck 
Hunt, Hogan's Alley or anything 
beyond Link's Crossbow Training! 
Now they're all back, and they're 
thirsty for blood! You did this 
Nintendo, now it's time to fix it! 
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DOWNLOAD 


Your Dream Teams " 


In Issue #105 "The Fellowship of the Я 2% 
eShop," we took a look at the incredible Ў. 5 
camaraderie that's happening between 
the different indie studios working to 
develop downloadable titles for Wii U 
and 3DS. These devs are constantly 
helping each other out, loaning their 
characters for crossover cameos and 
even doing joint development work to 
make games together. At the end of the 
article, we asked which two studios (or 
indie game heroes) you'd like to see join 


AFFORDABLE SPACE ADVENTURES 


—IHE— 
FELLOWSHIP 
——OFTHE—— 


éShop 


HITTING THE 
GROUND RUNNING 


forces. Here’s what you had to say: 


Ра like to see Yacht Club team with 
Comcept and do a Shovel Knight/ 
Mighty No. 9 crossover. I'm pretty sure 
whatever they do to merge the two 
will be brilliant. - ROBERT 
MARRUJO 

Ah, the naming potential in such an 
idea... Mighty No. Knight? Mighty 
Knighty? 


Shovel Knight invading SteamWorld 
Dig would be fun. - BENJAMIN A. 
MATHEWS 

Another vote for Shovel Knight! 
He’s a hero among heroes. Though 
could you imagine Rusty digging his 
way into Shovel Knight’s 
world? 
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Team Meat and the Behemoth should 
team up. They could make an F-Zero 
type of game that’s insanely fun and 
challenging. - @TREVTHE22ND 


| would love not two, but three indie 
characters crossing over! | would love 
to see Armillo, Rusty and Shovel 
Knight cross over into each other’s 
worlds! - KEVIN MCKENNA 

The plot thickens ... if the number 
keeps growing, we might have to 
ask about some sort of Super 
Smash Indies or something! 


If we're sticking with indies who 
appeared on Nintendo 
consoles, I'd like to see Quote 
and Shantae in a game 
together. - KYLE EMCH 


GET IN TOUCH! 


Have a question? Need to change your subscription's 
address? Want to submit a letter to the NF Inbox? 
Use the "Get in Touch!" box at NFMagazine.com! 


Either Cave Story X Shantae or Mighty 
No. 9 X Shantae. - DAVID CABANAS 
That's two for Cave Story joining up 
with Shantae! Any others? 


Shantae and Shovel Knight! Both 
fantasy based? One magical, one 
knightly? A lovely pair of female/ 
male? BOTH AWESOME? - 
@NOLIMIT42 


Shovel Knight X SteamWorld Dig. 
- (ORWEBBA 


I'd love Nintendo to commission 
Renegade Kid and WayForward to 
make a Metroid/Donkey Kong '94 style 
game, starring CAPTAIN TOAD! 

- OSCAR GARZA 

You hear that, guys? Time to put 
together a pitch document. 


I think Nintendo may be the exact 

opposite of an indie studio, but where 
is Pokémon Crossing? - ADAM 
ABOU-NASR 


Shovel Knight meets the Castle 
Crashers!! So much old-school 
medieval glory! 

- @THEJEFFREYMORSE 


| think the alien from Assimilate 
should invade the world of NES Virus 
Cleaner... oh wait... уои weren't 
talking about NES indie gaming. 

- JEFFREY WITTENHAGEN 
Interesting, but this crosses the 
line from "indie" into "homebrew," 
doesn't it? 


SteamWorld Shovel Knight Dig? 
- @NEROSHADE 


Image & Form and Yacht Club Games 
should get together! The SteamWorld 
series and Shovel Knight just seem 
like a perfect fit! - BRADLEY 
KRAGEN 


I'd choose Shovel Knight and Rusty! It 
just makes sense. - @AGENTDAVE7 


The people have spoken! 
Though many indie 
studios and heroes 
were spoken for, 
no suggestion was 
made more often 
than Shovel Knight 
joining up with Rusty. 
Let's see the diggers unite! 


Ei Facebook.com/NintendoForce 


а (© NintendoForce оп Twitter 


С] YouTube.com/NF Magazine 


СОМІС ВЕЕАК 


| 


№ 


2 _ ш” ' = 
Daughter of the famous Captain N. | Has an appetite for adventure Em companion and steed. The team's know-it-all device. № Mysterious robotic loner. 
Fearless liberator of Videoland. and a hunger for justice! Has friendly attitude and | Means well, but can be а Likes: Posing in the wind, whistling 
Feel free to be impressed! Struggles with dieting. confusing reproductive system. bit of a headache. Dislikes: Famil i 


MOTHER BRAIN 


Vile, evil mastermind set 
on conquering Videoland 
and defeating our heroes! 
She's a real jerk and no 
fun at parties. Her head 
looks like somebody put 
lipstick on some broccoli. 


NAL SHOWDO) 


CONTINUED FROM NF MAGAZINE, ISSUE #10 BY ROBERT HUGHES CONTINUES ON PAGE 28 
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MEET THE NEW NiNTENDO 305 MODELS 


The latest handheld hardware refresh adds a C-Stick, built-in Агпибо support and more. 


IN ASOMEWHAT surprising move, 
Nintendo has announced two new 
members of the Nintendo 3DS family. 
(We say "somewhat" surprising, 
because handheld hardware refreshes 
seem to be a yearly occurrence now.) 
For now, these new models are known 
as the "New Nintendo 3DS" and the 
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"New Nintendo 3DS XL." 

These latest iterations of our 
favorite handheld boast several 
impressive features. The biggest addi- 
tions are the inclusion of a C-Stick 
(above the face buttons) and two extra 
shoulder buttons - the setup can be 
best compared to the original Classic 


Controller on Wii. These features allow 
for native support of all Circle Pad 
Pro-enabled games. 

But Nintendo didn't stop there - 
the "New" models are home to an 
updated CPU, which will allow for 
exclusive games. New Nintendo 3DS 
owners can look forward to games like 


Xenoblade Chronicles (a port of the 
Wii hit, announced to be coming exclu- 
sively to these New models). eShop 
downloads will be faster than ever 
before, watching HTML5 video will be 
possible through the updated Internet 
Browser and Amiibo support is also 
included, as an NFC reader is built into 
the touchscreen. 

Finally, the non-XL models will have 
swappable faceplates - 50 designs will 
available by year’s end in Japan. 

That last part’s the most important 
to note, though - these models аге 
only going to be in Japan until next 
year, when they'll roll out in Europe 
and North America in early 2015. 


*| don't want to wait until 
next year! | already bought 
Japanese versions of these 
New 3DS systems for my 

collection. The best Monster 

Hunter experience, here | 
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соте!” - DAAN 
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LAST THING FROM ME. 


DLC: 
LUCAS 


CHORUS MEN 

ICE CLIMBERS 

SNAKE 

MY FRIEND MIGHT STILL HANG АКО! 


IMOUT 


“ара 
“Ас 


UND 


LEAKER 1 


LEAKER 3 


LEAKER 2 


THE BIGGEST LEAK IN Bic М History? 


The new Super Smash Bros. roster was spoiled online weeks before the 
games release on 3DS in Japan. Were you on Team Real or Team Fake? 


THOUGH THE RELEASE of Super Smash Bros. for Nintendo 3DS in Japan on September 13 was always 
going to be the end of roster speculation for the sequel, many of you likely saw all the new Smash has to 


offer weeks earlier - du 


e to the biggest unsanctioned leak of information Nintendo's ever had. The highest 


profile game to date had its entire playable cast revealed by online leakers nearly a month early. 
Potential leaks came early and often through Smash's development, and each one was almost always 


debunked by skeptical f. 
оп 4chan. People tore | 


ans. The same was true for the big leak in question, which occurred on August 19 
hese images apart, claiming that placements of characters like Yoshi, Dr. Mario and 


Lucina were too odd, citing that Shulk's face was too similar to Little Mac's and even debating the number 


of stripes visible on Nes 
on August 25 when vide 
to show off blurry still s 


S' shirt. The debate over the images' authenticity raged for days, but was crushed 
0s were released showing footage of the new characters in action - it's one thing 
hots, but it's another thing entirely to show rendered, animated fighters squaring 


off in full motion. The biggest leak of Nintendo's history was truly underway and being fully distributed to 


every corner of the Inte 


rnet. 


So, where did it come from? How was such an unimaginable breach orchestrated? It's simpler than it 


may seem - the original 


images were stamped with "ЕЅ8В0083," leading many to believe that the leaker 


worked for the ESRB and was taking the images and video from the submission video Nintendo had to 
provide to that organization in order to secure the game's rating. (Though the leaker may also have been 
an employee within Nintendo who had access to the same video.) 

Nintendo took action to remove the videos, but once something's on the Internet, it's eternal. Which 
leads to one question: With the Internet as it stands today, is it even possible to prevent leaks and control 
all of the information related to your game? I'd argue it to be impossible, with each step being monitored 
by news outlets (like patent filings), and with the game entering so many uncontrolled hands, the best 
hope is to outmatch the leaks with your own hype leading to release. Many wonder if the leaker will be 
caught (and he or she may very well already have been), but the damage is already done. 


“| heard about the leak, but avoided 
it until it was essentially confirmed 
via video. | was sort of sad to have all 
that information revealed at once, 
but маз still amazed by the results. 
№5 so hard to sit and wait for the 
game to launch now!” - BRETT 


“What a wild, exciting end to the 
Smash hype cycle! But І had to laugh 
at all the people grasping at straws to 
try to prove it fake. Ness’ shirt stripe 

being wrong? 'Disablad?' Seriously, 
guys. That was a stretch.” - LUCAS 


а Рап Адетап Xk +2 Follow 
Happy to announce І reached an 
arrangement w/ @NintendoAmerica 
whereby І can tweet again. Arrangement 
includes my not working there anymore. 


+ = * 


агай аш 


DAN Bows Our 


Nintendo's champion of indies has left 


the building. (But he'll still help indies.) 


DAN ADELMAN, THE head of Nintendo's indie 
program, left the company in early August after 
working there for almost nine years. He was respon- 
sible for bringing many notable software titles to 
Nintendo's digital download services, such as Cave 
Story, World of Goo and Shovel Knight. He also played 
a key role in bringing the Unity engine and Web 
Framework to the Wii U, which has expanded the Big 
N's ability to reach more developers. 

Furthermore, he fought against company policies 
that made it harder for indies to succeed, such as the 
rule requiring all indie developers to own an office — 
and he removed the performance threshold that 
required developers to sell a minimum number of 
units of their games (freeing developers up to take 
more chances with their designs). Adelman says the 
company has been supportive of his decision to leave, 
and he believes the indie program is being left in good 
hands. (This is not a confirmation, but I've heard from 
trusted sources that Mark Griffin is one of the front- 
runners to be Dan Adelman's replacement.) 

According to Adelman, the company was always 
afraid of him saying things that didn't mesh with its 
corporate message. When he was interviewed about 
Binding of Isaac's rejection from the 3DS eShop, he 
said that Nintendo needed to be more flexible with 
their religious content policies - that was one of the 
reasons why the company asked him to stop doing 
interviews altogether. When a fan brought the issue of 
region-locking to Adelman's attention on Twitter, he 
sympathized with the fan, which resulted in Nintendo 
banning Adelman from Twitter. He became frustrated 
with the company's decision to take away his Twitter 
privileges, because it was the best way for indie devel- 
opers to reach out to him. 

Although Adelman is no longer employed at 
Nintendo, he has decided to continue working with 
indie developers to offer them his expertise in 
business development, marketing and strategy, since 
they often don't have someone they can turn to for 
that kind of advice. He plans to work with studios 
throughout their development cycles, and even all the 
way through post-launch. Indie game developers can 
reach Dan Adelman at his new site: dan-adelman.com. 


“Dan Adelman’s exit from the 
company is a major blow to Nintendos 
indie program, but we need to 


remember that the eShop was always a 


team effort from multiple employees. 
There isn't any reason to 
worry about the indie 
program." - EMILY 
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OPEN FOR Business | |Р 7 


а > 
The new PokemonCenter.com is packed $ ра 
full of exclusive, official Pokémon merch. R ДР 4 
:omiibo: гатіібо: :omiibo: 


YOU'RE LUCKY IF you live near an actual Pokémon Center 
store, as there are only about 10 in the world. But now the rest 
of us have a shot at the exclusive merchandise that the brick- 
and-mortar stores hold with the reintroduction of the online 
Pokémon Center! The site became available to American cus- 
tomers in August, marking unprecedented access to some of 
the rarest merchandise in the world of Pokémon. 


bw ў 
The site currently has a Special Delivery Pikachu plush, ріп, :omiibo: :omiibo: :omiibo: :omiibo: :omiibo: :omiibo: 


mug and other items to celebrate its opening. It also features 
several plushes of popular Pokémon in many different sizes, 


паштет «ае Taine" szesthatnacn пето | AMIIBOMADNESS APPROACHING 


game height descriptions exactly. Each is priced comfortably – 


obviously a premium could be charged for some of these as Pre-orders are now available for the first 12 figures in the series. 
they are internationally available, but thankfully the prices 
should fit most budgets. AMIIBO FIGURES ARE now available for pre-order from retailers, and it would be wise to take 
A multitude of shirts and other attire are also available, fea- them up on the offer! The starting lineup for 2014 is set to include Mario, Peach, Yoshi, Donkey 
turing a wide range of Pokémon to choose from in various Kong, Link, Fox McCloud, Samus Aran, Wii Fit Trainer, Villager, Pikachu, Kirby and Marth. AII of the 
styles and colors. More ways to include Pokémon in your life figures look as amazing as they did on the show floor at E3, with intricate detailing and amazing 
range from phone accessories to drinkware, all emblazoned paint jobs. The packaging is great as well - but my big question will be if we can use the figures 
with the popular characters. without removing them from the box! Your MSRP? $12.99. Some retailers have adjusted this price, 
Naturally, you can also purchase the video games and all but I’ve found nothing lower. Don't delay if you want to collect any Amiibo. Some may sell out fast! 


manner of Trading Card Game items as well. 

There's little word on how often the site will be updated with 
new merchandise, but you can count on NF Magazine and 
VGMM to let you know about big updates and future exclusives. 
For now, it's just exciting to finally have access to some of the 
world's best Pokémon merch without having to buy from Japan! 


ATTACKING THE DARKNESS 


{ if ~ Samus’ Light Suit and Kirby’s Sword power get F4F love. 


b. я FIRST 4 FIGURES has the market cornered оп high-end Nintendo merchandise, and their 
' Ek | announcement of Light Suit Samus and Sword Kirby may have Nintendo fans' wallets in intensive 
& саге. 
\ | ) Light Suit Samus from Metroid Prime 2 is the first of the new Master Arts line for the Metroid 
1 | series of statues. The regular version will have 2500 pieces worldwide and stand а whopping 20 


MES inches tall. It will sell for $339.99. The exclusive version, which lights up, is limited to 750 pieces 
and costs $25 more. Both share a release date of Q1 2015, and both look nice enough to pick up, so 
it will be hard to choose. 

Sword Kirby is the first in the Kirby line and starts at $220 for the regular edition, which stands 
16 inches from base to the tip of the sword. The exclusive is $240 and includes LEDs that illumi- 
nate the sword effect. The regular is limited to 2000 pieces, the exclusive is locked in at 850 
1 0 pieces and both will be available in Q1 2015. With Princess Zelda hitting close to then as well, along 
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МЕУ/5 


Collector's Corner is compiled Бу Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at http://www.videogamemm.com 


WELL MET, HELMET 
Mega Mans iconic headgear, 


Ua neum 


“WORLD OF NINTENDO" IN THE WILD 


memorialized in statue form. 

SAN DIEGO COMIC-CON is always host to a bevy of The new toy line is here! Time to head to the nearest Target! 
rare, exclusive and hard-to-get merchandise for collec- 

tors of several mediums. Capcom always has a strong JAKKS PACIFIC HAS been stealthily releasing their "World of Nintendo" toy line into Toys A Us, 
showing, and this year they introduced two great Target and other stores nationwide. The line has largely been unavailable online aside from 
statues featuring Mega Man’s helmet. The regular auction sites, so the best way to find them is a good, old-fashioned brick-and-mortar store hunt 
version comes in his standard Blue Bomber look, while (which is either exciting or obnoxious if you’re hunting for Link, as he is the 

the exclusive version features his red helmet (the color most rare in the 4-inch line, and also the most coveted). 

his helmet turns when he summons Rush, presumably). The figures are very high quality no matter what size they come in, 

Both statues feature the exact same USB-charging from the giant Mario figure, which hits 20 inches tall, to the mini-figure 

lighted base that last year’s full Mega Man statue had, line with stages that barely scrape an inch. The Mario Kart 8 loop tracks 

except the red version is given a new coat of paint to have hit stores, along with the two-inch line that features great Wario, 

remain consistent. The regular version retailed at the Diddy Kong and Waluigi figures, among others. (Above, Waluigi asserts 

show for $80 and is currently available for pre-order on his dominance over our Editor-in-Chief’s backyard.) 

the Capcom website store at the same price. The red A new line of plushes is also readily available, but Link and the Red 

version will be harder to nab, but came out at the same and Yellow Pikmin will likely be the hard ones to find among that 

price. Expect to pay more in the aftermarket if you go group. 

for it. Most seem to be going around the $150 mark. | It’s thrilling to finally be able to walk into a store and find your 

was quite impressed with last year’s statue, and these favorite franchise available in toy form, and to have them be high 


seem to be built in the same fashion and quality! quality and very collectible is a great bonus! 


INSIDE THE TREASURE Box 


Japanese fans score exclusive goodies inside 
Hyrule Warriors special edition packages. 


HYRULE WARRIORS ARRIVED in Japan with not one, but two different special 
editions to entice fans to purchase the crossover game. One edition, called the 
Premium Box, includes the game, a premium booklet, downloadable content in 
the form of six costumes, a Triforce-shaped clock and a stand for display. The 
Treasure Box includes all of the above, plus Link's scarf from the game and a 
gorgeous treasure chest based on in-game art. UK and Australia got a limited 
edition that included the scarf, and North American fans can score the 
neck-warmer as well — but only at New York's Nintendo World Store! 
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THE YEAR OF THE CROSSOVER CONTINUES 


The mysterious Pokkén Tournament is finally revealed, and Mario Kart 8 begins the 
transformation into Super Smash Kart. 


THE NINTENDO CROSSOVER 
train picked up two more passengers 
in August: a Pokémon fighting game 
from Bandai Namco and two DLC 
packs for Mario Kart 8 that introduce 
elements from franchises like The 
Legend of Zelda and Animal Crossing. 
You'd think Nintendo was converting 
its headquarters into a greenhouse 
with all this cross-pollination going on! 

First, it's Pokémon meets Tekken in 
Pokkén Tournament, a collaboration 
led by Tekken director Katsuhiro 
Harada and Soulcalibur producer 
Masaaki Hoshino. Remember that 
Lucario vs. Blaziken teaser that we 
discussed back in Issue #5? Here's the 
result: a dream match-up of the 
toughest Poké-brawlers this side of 
Pallet Town! 

Although Tekken characters won't 
be appearing, the developers promise 
the same level of depth you'd expect 


in a Tekken installment. Pokkén 
Tournament won't simply be a re-skin, 
however - chief among its differences 
is a new combat system that replaces 
the high/mid/low guard mechanic of 
its pugilistic predecessors. 

The official trailer features Lucario 
and Machamp exchanging blows, 
bringing the current character count 
to three. As a fighting game, you'd 
think the complete roster would be 
populated solely by Fighting-type 
Pokémon, but Harada has reassured 
fans that additional types will be rep- 
resented too. Furthermore, other 
Pokémon series gameplay elements, 
such as Mega Evolutions, will be incor- 
porated. 

While Pokkén Tournament has thus 
far only been announced for a 2015 
arcade release in Japan, it's been 
strongly suggested that a console port 
will arrive at a later date. This is a 
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common process for Japanese fighting 
games - take a test run through the 
arcade circuit, then follow up with a 
re-balanced home version that adds a 
new character or two. 

Before fans could properly process 
this megaton reveal, Nintendo deliv- 
ered another payload in the form of 
new Mario Kart 8 content. A free 
update on August 27 added three 
Mercedes-Benz vehicles plus various 
tweaks to the Wii U racer, but the next 
round of updates promises to tear 
down the barricades and welcome the 
greater Nintendo universe into the 
festivities. 

In November, Mario Kart 8 owners 
will be able to download a pack that 
adds Tanooki Mario, Cat Peach and 
The Legend of Zelda's Link, who has 
traded in Epona for a set of wheels. 
There will also be four new karts, 
including Captain Falcon's Blue Falcon, 
as well as eight new tracks, like an 
F-Zero course, an Excitebike course 
and Wario's Gold Mine from Mario Kart 
Wii. Then in March 2015, a second 
pack will introduce Dry Bowser, as well 
as Animal Crossing's Villager and 


Isabelle. They'll come bearing four 
new vehicles and eight new tracks too. 

We're talking an increase of 5096 to 
the total track count on top of the 
other additions! Of course, all that 
content comes at a price - each pack 
will cost $7.99 and require 1GB of hard 
drive space. (You can pre-order both 
from the eShop, though, and Nintendo 
will even cut you a break by offering 
both packs in a bundle for just $11.99.) 

In a sense, Pokkén Tournament and 
Mario Kart 8 are spiritually linked by 
Super Smash Bros. The latest Smash is 
also being developed by Bandai 
Namco, as you may recall, while the 
Nintendo all-star reunion in Mario 
Kart's DLC reflects the core draw of 
the Smash series. Quite the coinci- 
dence that both projects would be 
announced so close to the launch of 
Super Smash Bros. for Nintendo 3DS, 
yes? 

Nintendo and Bandai Namco aren't 
the only ones caught in the crossover 
whirlwind, either — flip over to Page 21 
to read about Inti Creates' Mighty 
Gunvolt, a crossover between Azure 
Striker Gunvolt and Mighty No. 9! 


"Pokémon * Tekken, huh? 
Whats next? Pokemon + 


Nobunagas Ambition!? 
Oh, wait..." - TONY 


Unyeah... 


We have to wait until 
May to access all of it? 


Awesome new DLC 
coming to Mario Kart 8! 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


CARD & PUZZLE EDITION 


IT'S ALREADY OUT in Japan as this issue heads off to the printers, 
and Super Smash Bros. for Nintendo 3DS will be hitting store shelves 
in North America and Europe on October 3. We've got hands-on 
impressions of the Japanese version from Neal and Daan that you can 
read over on Page 33, the full roster of fighters is revealed one page 
after that and you can be sure we'll have a full review for you ready 
to roll in our next NF issue. Smash is finally here, everyone! 
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CLASSIC GAMES OVERLOAD™ 


OUR COVER GAME for this issue, Shantae and the 
Pirate’s Curse is finally approaching its eShop debut after 
two years of development time. It’s estimated to be 
arriving sometime in mid-October, just after Super Smash 
Bros., and you can read all about it in our final preview, 
beginning on Page 16. 


HERE’S A SLEEPER hit in the making for sure - Fantasy Life seems 
like another simple, inoffensive RPG from Level-5, packed with whole- 
some fun, but largely non-earth-shattering. The buzz is really begin- 
ning to build for it, though, particularly among journalists who've had 
а chance to go hands-on with it early through preview events like ЕЗ. 
I'm afraid we may have а fight on our hands among the NF staff for 
who gets to review it, but we'll bring you that review next time. 


THE SECOND GAME on this list to be headlined by a 
lady (appropriately enough), Bayonetta 2 is set to go on 
sale in North America on October 24 - the same day as 
Fantasy Life, actually. And they both have crescent moons 
in their logos! (There's some kind of conspiracy there, I’m 
sure of it.) Read more about Bayonetta 2 on Page 32. 


WHAT'S THAT, YOU say? Three in one day? No way! Nintendo does 
seem to love piling multiple major retail releases into the same 
release dates as the holiday season approaches this year, so it should 
come as no surprise that Pokémon Art Academy will also be arriving 
on October 24. I'd be interested to know how many people will buy all 
three that day - is there overlap among those three fandoms? 


THE HOENN REMAKES 
remain on track for their 
scheduled November 21 release 
date. Read more and see 


| | | | | к luti 
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WHILE THE 30$ version will be available shortly after this issue's E " 
published, the release date for Super Smash Bros. for Wii U is still і Nintendo éShop 
pegged as a nebulous "Holiday 2014" as we go to press. Our guess, 
though, is that it will arrive on November 21 alongside Pokémon 
Omega Ruby and Alpha Sapphire - because as we've just seen dem- 
onstrated again with Fantasy Life, Bayonetta 2 and Pokémon Art 
Academy, Nintendo likes shared release dates at this time of year. But 
more than just another game launch, the arrival of Wii U Smash will 
be the rollout of an entire toy line as well - and Nintendo certainly 
would want Amiibo in position before Black Friday on November 28. 


EVERYONE to TEEN 


Eurus LE. 


CONTENT RATED ВУ || 


IN OUR INTERVIEW with WayForward 
Creative Director Matt Bozon back in 
Issue #5, he explained that one of the 
challenges in launching the original 
Shantae was that the main character 
was female. Though many publishers 
requested that there at least be an 
option to play as a male hero, 
WayForward thankfully stuck to its guns 
and has since become synonymous with 
"girl power." 

A study published in August by the 
Entertainment Software Association 
states that 48% of gamers in the United 
States are female as of the end of 2013. 
Despite this fairly even gender split, it's 
still uncommon to find ladies in starring 
roles. Several companies - most notably 
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Nintendo - have been making solid 
strides towards greater female repre- 
sentation these past few years, but 
when compared to WayForward, they're 
all just playing catch-up. This is a 
company whose most recent April 
Fools' Day prank was a fake Oculus 
Rift-type headset that not only demakes 
modern console games into 2D side- 
scrollers but also gender-swaps all male 
heroes! 

The Women of WayForward are no 
mere blank slates, but dynamic person- 
alities with their own quirks and flaws. 
Rather than focus solely on their adven- 
turous exploits, the games often grant 
us glimpses of the girls' recreational 
time - Shantae spends her evenings 


strutting her stuff at the dance parlor, 
Mighty Milky Way's Luna spins tables as 
a DJ and Mighty Switch Force's Officer 
Patricia soaks in the hot tub after 
walking the beat. These girls aren't 
defined by their jobs, giving them a 
level of depth that you wouldn't expect 
from relatively basic games compared 
to the massive story-driven blockbust- 
ers on the other end of the spectrum. 
This fascination with females can be 
traced all the way back to Xtreme 
Sports in 2000 (see our review on Page 
23). WayForward was given creative 
freedom from the publisher, so rather 
than craft a typical event collection with 
a selection of generic athletes, they 
spiced up the presentation with a 


simple story about two original charac- 
ters – Guppi and her boyfriend Fin – 
and their ambition to go for the gold. 

In a subtle twist on common conven- 
tion, it was the girl who scored top 
billing in-game and on all printed mate- 
rials. More importantly, Bozon recently 
confirmed that Guppi's pixel art was 
used as a base for Shantae's two years 
later. That makes Guppi the Proto Man 
to Shantae's Mega Man, as well as 
awards her the title of First Woman of 
WayForward! 

WayForward's respect for strong 
female characters is the type of positive 
example that's taking the rest of the 
industry to school. And what better way 
to celebrate than with a yearbook! 


15 


THE CURSE 15 UPON US ^A 


On the verge of its release, we present this final preview of 
WayForward's Shantae and the Pirate's 


IN HINDSIGHT, WAYFORWARD 
may have miscalculated the amount of 
effort needed to get Shantae and the 
Pirate's Curse out the door. 

This final chapter in Shantae's first 
trilogy was originally revealed on the 
cover of Nintendo Power's penulti- 
mate issue back in November 2012. At 
that time, development had barely 
begun - yet the team was confident 
they could complete it by the end of 
the following year. 

Then December 2013 rolled by, and 
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they asked us to wait until just before 
Spring. 

Then March arrived. "Two more 
months! For real!" 

It wasn't until early September 
that WayForward Creative Director 
and Shantae's "Dad," Matt Bozon, 
announced on Twitter that Pirate's 
Curse had cleared Nintendo's pre- 
check process. At some point between 
the launch of the 3DS Smash Bros. on 
October 3 and its Wii U counterpart 
later in the holiday season, we'll at 


Curse. 


^W 


long last be whipping purple pony- 
tails across 3DS screens nationwide 
(sooner rather than later, І hope)! 
Now would be a good time to re- 
familiarize yourself with the two 
previous series installments, both 
of which are available through the 
3DS eShop. For the more listless 
among you, here's the abridged 
version: Shantae is the half-genie 
guardian of Scuttle Town, and she 
enjoys belly dancing on the side. But 
following a fateful encounter with the 
lady pirate Risky Boots at the end of 
the last game, she was stripped of her 
genie powers and made 10096 human. 
At the start of Pirate's Curse, Risky 
returns with the prospect of an 
alliance. It seems that the remnants of 
Shantae's magic have transformed 
Risky's crew of Tinkerbats, who now 
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seek to revive Risky's former mentor, 
the Pirate Master. Shantae agrees to a 
temporary truce and joins Risky on 
her ship in order to prevent this 
greater evil from threatening the 
world. 
This expansive adventure is easily 
as long as both the original Shantae 
and Risky's Revenge combined. You'll 
travel beyond the shores of Sequin 
Land to investigate six islands, each 
with its own labyrinth and boss. 
With all these locales to explore, 
you'll need а way to chart your 
progress. Thankfully, gone is the poor 
navigation tracking of yesteryear, 
replaced by a grid-based map à la 
Super Metroid. 

Shantae may not have her magic, 
but that doesn't mean she's defense- 
less! She still has her hair whip, and 


she can acquire Fighter's Gear, ability 
enhancements that have returned 
from the original game. Furthermore, 
she has access to an assortment of 
Pirate Gear - puff open a pirate hat to 
glide over gaps or ride air currents, 
use a cannon to propel Shantae 
skyward, whip out a flintlock pistol to 
target foes from a distance or strap on 
a pair of Risky's boots to charge at 
enemies with scimitar in hand. 

All of Shantae's old friends - the 
bird trainer Sky, the girl-crazy Bolo 
and the zombie Rottytops - return, 
along with some new faces (including 
Death itself). As the conclusion of 
Shantae's portable story arc, loose 
ends will be tied up and we'll learn 
more about several characters on a 
personal level. In particular, Risky's 
history with the Pirate Master will be 


explored, possibly explaining how she 
became drawn to a life of villainy. 
WayForward is pulling all the stops 
on the presentation front. The most 
notable tweak is that Mighty No. 9 and 
Half-Genie Hero developer Inti Creates 
has provided 100+ character illustra- 
tions in place of in-house artwork. 
There will be hundreds of voice clips 
as well, with our leading lady given life 
by Cristina Vee (the actress behind 
Sailor Mars in the new Sailor Moon 
dub). Famed composer Jake Kaufman 
- who has scored most WayForward 
games and most recently Shovel 
Knight - is back to provide what's 
promised to be his largest soundtrack 
ever. And, of course, don't forget 
about the stereoscopic 3D effects that 
will give backgrounds, boss anima- 
tions and more that extra visual pop. 


Like its predecessors, Pirate's 
Curse is tailor-made for speedrunning, 
but challenging your best time isn't 
the only incentive for repeat play- 
throughs. In addition to the game's 
multiple endings, there's also a "Pirate 
Mode" that becomes available upon 
clearing the game once. (WayForward 
hasn't explained exactly what this 
mode entails, but І assume you'll be 
able to play as Risky Boots herself.) 

Oh, and WayForward will patch the 
game to support the New 3DS, too, 
after it goes on sale Stateside. 

The magical journey that began on 
Game Boy Color in 2002 is approach- 
ing its epic conclusion. Barring any 
last-minute hiccups - crossing our 
fingers - there should be a Shantae 
and the Pirate's Curse review waiting 
for you in the next NF issue! - TONY 
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The езћор5 next woman warrior will be а 
whip-cracking wizard - the titular star of 
the visually stunning Нег | а. 


THE WORLD OF games is full of 
terms that only gamers understand. 
Walk up to the average person on the 
street and ask them what a "shmup" 
is, and they might point you in the 
direction of the nearest insane 
asylum. We've even created words 
that most game developers dislike, 
such as "Metroidvania." It's obvious to 
any gamer what type of game a 
Metroidvania title entails, but it's a 
mystery to everyone else. 

But even with the distaste for that 
term, there's no better word to 
describe the upcoming Heart Forth, 
Alicia. 

Without a doubt, Heart Forth, Alicia 
is heavily inspired by the Metroid and 
Castlevania franchises. Both series are 
known for their heavy emphasis on 
exploration, progressively unlocked 
navigational abilities and sprawling 
environments - Heart Forth, Alicia 
takes those juicy game mechanics and 
turns them up to eleven. Playing as 
the titular Alicia, you'll set out to 
explore every nook and cranny to find 
every last power-up that the universe 
has tucked away for you. 

Alicia just so happens to be one of 
the last two wizards left alive. The 
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wizard bloodline was ended by the 
Spirit of Light, Elthelian, when wizards 
selfishly took over the power of Auster 
Island for themselves. Elthelian set 
loose a curse that prevented any 
wizard from being capable of produc- 
ing offspring. That means Alicia has 
the Herculean task of setting right the 
wrongs of wizards before her - but 
Elthelian doesn't plan on letting that 
happen. 

Alicia is taken to a coming of age 
ceremony for wizards, which she'll 
complete alongside the other last 
wizard of the bloodline, Hostra. Upon 
arriving at the ceremony, the pair 
come to find that Elthelian has killed 
one of the wizards who was key to 
completing the ceremony. The villian 
further ends up taking control of 
Hostra in order to do away with Alicia. 
This results in Alicia being tossed 
down below Auster Island to а 
strange, new land. 

As you might guess, this is where 
Alicia’s quest begins - which hopefully 
sets her down the path of righting the 
wrongs that both her fellow wizards 
and Elthelian have caused. 

It's certainly a heavy story for a 
Metroidvania, but Heart Forth, Alicia 


only uses that as a setup for a very 
gameplay-focused adventure. 

When you're plopped down in this 
strange land, you're free to explore 
wherever you want. Of course, you'll 
happen upon many paths and 
obstacles that you won't be able to 
tackle without certain abilities. Some 
of those will come from spells you can 
learn, but you'll also be able to use 
more traditional weapons along the 
way. Alicia even comes packed with a 
"Wizard's Lace" (which is a fancy term 
for a whip)! Between magic, tradi- 
tional weapons and that enchanted 
whip to wield, you'll have plenty of 
methods to dispatch enemies and 
explore new territory. 

Leaning more towards the 
Castlevania side of gameplay are the 
RPG-like mechanics that the game 
offers up. You'll be able to go on 
multiple sidequests to gain unique 
loot, all of which will help you on your 


adventure. You can gain new gear 
along the way, but it'll probably be 
more fun to take advantage of the 
crafting options available - you'll be 
able to customize your own equip- 
ment and upgrade various elements 
of your inventory to really step up 
your game. This is an action/RPG that 
makes sure to pay close attention to 
each side of the action/RPG equation. 

Heart Forth, Alicia's Kickstarter 
was a resounding success, pulling in 
almost four times its initial asking 
amount. While the campaign closed 
without the 3DS stretch goal being hit, 
it may yet come to the portable - and 
we can be certain that it's definitely 
coming to Wii U. Backers dropped 
more than $200k in order to bring this 
game over to Nintendo's latest 
console, giving the Wii U yet another 
feather in its eShop cap. With both 
Metroid and Castlevania playing such 
huge roles in Nintendo's history, it 
only seems fitting that Nintendo fans 
will get to go hands-on with Heart 
Forth, Alicia. 

Now comes the hard part - waiting 
for development to wrap! - KEVIN C. 
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Ргераге to explore the lands of Buried 


Time in the gripping Hyper Light Drifter. 


WHEN HYPER LIGHT DRIFTER 
debuted on Kickstarter, it blew past its 
initial funding target within hours. But 
with hundreds of other "retro-styled" 
games pitched in recent days, what 
makes Hyper Light Drifter stand atop 
the pack? Why did over 24,000 people 
pledge nearly two-thirds of a million 
dollars to a game that was looking for 
a mere $27,000? 

Rather than simply using pixel 
graphics to evoke our sense of nostal- 
gia, the development team at Heart 
Machine has purposely self-imposed 
certain technical limitations in order 
to take the time to maximize the cre- 
ativity within those constraints. The 
art is 2D and composed of pixels, but 
unlike games on consoles of yester- 
year, other limits are gone, so fluid 
animation and dazzling colors are not 


only possible, but at the forefront. The 
focus is on honing the core compo- 
nents of gameplay so that visceral 
mechanics mesh seamlessly with the 
living environment. 

Hyper Light Drifter features a fine 
balance of the geometric and the 
organic, and the expert use of color 
gradients conveys a moody atmo- 
sphere - while saturated colors high- 
light character interactions. The 
visuals are matched on the audio side 
by an ethereal soundtrack with hints 
of chiptune rock. 

Not to be overshadowed by art 
direction, it's the combat mechanics 
that take center stage. Close-quarter 
and tactical combat is realized 
through the use of light-powered 
weapons such as the sword and shield 
(both made from "phase shifted Hard 


KICKSTA TERS 


Light"), and a variety of energy- 
powered light and heavy firearms, 
explosives and drones. Complement- 
ing the weapons system is the dash 
system, which is a flashy ability that 
allows the Drifter to deftly dodge 
enemies and cross bottomless chasms. 

The weapon system and dash 
module combine to create a very tight 
interface with the action. Weapons are 
changed up through the services of a 
Sprite Companion, who generates a 
holographic radial option menu. It’s 
certainly a different way of selecting 
weapons, which may take getting used 
to, but it’s optimized for keeping 
players focused and immersed in the 
action. Similarly, Hyper Light Drifter 
casts aside tutorials in favor of explo- 
ration and experimentation. High diffi- 
culty is promised, but with the kind of 
challenge that rewards skill. 

Rather than just using numbers to 
overwhelm, enemies are designed to 
increase in intelligence, encouraging 
players to expand their strategies. 
Battles are meant to be quick and 
bloody, but require a variety of tactics. 
It appears that light will play a large 
role outside of the protagonist's abili- 
ties - the first boss, Rivan the Tamer, 
is described as using destructive 
"RedShift" light. 

Despite the titillating visuals that 
have implied some sort of epic adven- 
ture across a post-apocalyptic land- 
scape, little about the story has been 


revealed. The origins of the blue- 
skinned, purple-clad warrior remain 
mysterious as to not spoil the game. 
Heart Machine promises a game filled 
with "lost technology" and "unknown 
dangers." The juxtaposition of tech, 
action and ruin evokes bits of Final 
Fantasy VI, Zelda, Cave Story and 
Metroid, but the Drifter’s world is all 
its own, self-described as "inspired by 
nightmares and dreams alike." We've 
been given hints of the world of the 
Drifter, which includes locations such 
as "a snowy coastal ancient war zone 
littered with beached mechs, fossil- 
ized munitions and the skeletons of 
wasted aircraft." The general theme 
seems to include remnants of apoca- 
lyptic war and untamed wilderness. 

It may have been the pixel anima- 
tions that brought supporters in, but 
the broad success of the Kickstarter 
has allowed the game to grow far 
beyond its initial envisioning, includ- 
ing a release on Wii U (among many 
other platforms), online challenge 
modes and expanded visuals and 
sound. And the hype has generated a 
number of crossovers, including plans 
for WayForward's Risky Boots to 
appear in the game. 

Hyper Light Drifter promises to be 
a great combination of satisfying 
game mechanics, simplified but highly 
stylized visuals, enveloping sound and 
mysterious story. The first preview 
build goes out to Kickstarter backers 
shortly after this issue goes to press, 
so we'll be back with more on this 
intriguing eShop-bound title in our 
next NF issue. - AARON 
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PROGRESS REPORT: TADPOLE TREBLE 


Baton is officially swimming her way into Wii U waters! 


GREAT NEWS, Wii U owners! Matthew here, 
giving you an update on Tadpole Treble’s 
progress. Ме'уе pulled a few strings, and 
we're happy to officially announce that 
Tadpole Treble is coming to the Wii U upon 
release! Indeed, while the Kickstarter cam- 
paign's stretch goal wasn't initially hit, we 
decided that - as lifelong Nintendo fans - we 
still really wanted to make this happen. So 
look forward to musical fun on the GamePad! 
For those who don't know, Tadpole Treble 
is a music-based action auto-scroller that 
tasks players to control a young tadpole, 
Baton, through the musical staff of a stage. 
The notes of the song themselves are your 
obstacles, while many of the interactive 
elements are tied in with the music as well. 
It’s our first game, but we're putting our all 
into it to make sure it's a fun and polished 
experience for everyone, and it'll debut 
simultaneously on the Wii U, PC and Mac at 
an affordable cost (somewhere under $10). 
There've been some new developments 
since last time, though. First and foremost, 
Baton now has a new ability called Treble 
Mode. When a player maxes out his or her 
streak from passing at least 30 notes without 
getting hit, surplus notes beyond that point 
will fill up a treble clef icon in the HUD. Once 
this is full, Baton can unleash Treble Mode at 
will, charging her tail up and leaving a 
rainbow-colored trail behind. While this tem- 
porary mode is activated, any notes she runs 


into will burst into pieces without dealing her 
any damage (and give you a very slight extra 
boost to your score), making for a new 
dynamic in the stages. Not only are you chal- 
lenged to dodge and activate everything you 
can, but also to smartly consider where to 
best use this mode to get by safely and not 
compromise your score. 

New levels we're working on include 
Midnight Bayou (a humid, southern bog that's 
home to a lovesick crooner), Gusty Rapids (a 
mountainous stream that flows through 
trap-filled ruins), and ... the submerged, 
treacherous final stage! In addition to that, 
there've been tweaks to the HUD, the in-game 
visual aspects and Baton herself. 

Making a game has definitely been a 
learning process and a ton of work, but it's 
also very rewarding to see your creation 
come alive on-screen - doubly so when it's on 
the GamePad screen! Thankfully, Nintendo of 
America has been helpful and open about 
interacting with indie developers like us, 
which - speaking as both a dev and a 
Nintendo fan - is encouraging to see. The 
game is still a few months away, but in the 
meantime, Tadpole Treble should have a new 
trailer available (by the time you read this) 
that showcases several of the title's stages 
and newer look. And keep an eye on NF 
Magazine and bitfinitygames.com for future 
updates about this aquatic, melodic adven- 
ture! - MATTHEW 
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САТСН HIS DRIFT 


Renegade Kid's Xeodrifter floats into the 305 eShop. 


RENEGADE KID CERTAINLY has a lot of projects in the works, 
but that hasn't stopped them from unveiling yet another brand- 
new adventure. Xeodrifter is coming to the 3DS eShop later this 
year, and it's aiming squarely at Metroid fans jonesing for a fix. 

While Nintendo takes some time to figure out what they're 
going to do with the Metroid franchise next, Xeodrifter's stepping 
in to fill that void. You take on the role of a space adventurer who 
has found himself lost within the deep reaches of space. He 
happens upon a cluster of four planets that haven't been touched 
by any form of human life. If our lost explorer wants any chance 
of finding his way home, he'll have to brave the dangers hidden in 
these new worlds in search of some form of salvation. 

There will be plenty of ground to cover while you search out 
new power-ups and abilities for the spaceman. Earn techniques 
Таг! allow you to swim, run and even travel between in-game 
planes to visit background caverns and more. Of course, you're 
going to have to tackle quite a few baddies along the way to 
enhance your abilities. Don't be surprised if you stumble upon a 
boss (or four!) as you become familiar with your surroundings. 

What adventures await you in this foreign territory? Will you 
ever make it home from your interstellar mission? You better 
bone up on your space exploration skills now before you're 
stranded later this year! - KEVIN C. 


TREASURENAUTS DELA 


So Xeodrifter is on the way, but what about the previously 
announced Treasurenauts? Renegade Kid has put that 
project on the backburner to handle this passion project. 
It's not all bad news, though - they want to make sure 
Treasurenauts is the best it can be, so they're not rushing it. 
Even better, the game is still slated for a late 2014 launch. 


When Mega Мап а Muse 


AT FIRST GLANCE, Azure Striker Gunvolt 
might lead you to think that Inti Creates has 
returned to the side of Capcom in order to 
present us with the latest in game develop- 
ments that brought us the Mega Man Zero and 
Mega Man ZX series. However, despite the 
aesthetic similarities, looking beneath the 
surface reveals a design which shares the 
same pedigree as the aforementioned titles, 
yet differs enough to be its own game as well. 

Rather than the rights of free-thinking 
robots, the setting instead revolves around 
the rights of psychics who possess numerous 
different powers, ranging from controlling fire 
or portals to the specialty of our protagonist, 
Gunvolt: electricity. The evil organization 
Sumeragi claims to be helping those with 
psychic powers, while actually organizing 
them into concentration camps as a select few 
get put to work for their cause. An opposing 
resistance force, QUILL, instead seeks to free 
and protect all psychics. 

The story itself feels a bit heavily front- 
loaded in the early going, especially as the 
lack of English voice acting led to the removal 
of in-game dialogue that the developers felt 
was unnecessary to the enjoyment of the 
game. This creates a small divide, as those 
craving more interaction with this world will 
no doubt be displeased with the change, while 
those who could do without constant quipping 
and bickering as they're trying not to die will 
probably not miss it very much. 

In terms of overall setup, the game wears 
its blue inspiration on its sleeve: An intro 
stage is followed by six stages you can choose 
to play in any order (with a story-based stage 
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showing up after defeating three), and then 
the final run after you finish off the rest. 
Between stages, you can talk to comrades, 
save your game and customize Gunvolt to 
your liking with different items. 

Part of that last one comes from one other 
aspect, "synthing," which involves gathering 
resources to form new items. Like other parts 
of the game, such as the ranking system, it 
can be a bit obtuse and difficult to discern just 
what you need to be doing. While it can prove 
beneficial in some ways, it's not essential to 
finishing the game, either. 

As you make your way through the stages, 
it's easy to notice further similarities and dif- 
ferences to Mega Man titles from Inti Creates’ 
resume. Gunvolt's movement feels largely the 
same as a Zero, Vent or Ashe, but if you try to 
act like they're exactly the same, you'll soon 
be in for a rude awakening. In particular, 
Gunvolt lacks the ability to dash - though he 
can sprint for a short distance, and while he 
can also wall-jump, he cannot slide down 
those same walls, making attacking from them 
a bit trickier. 

More pronounced is that you can't run 
through stages shooting everything in 
sight. Gunvolt's gun does minimal 
damage to enemies, as its purpose 
isn't to harm foes, but to tag them with 
the metal spikes it fires. Once the tags are 
in place, Gunvolt can discharge an electrical 
field that will not only surround 
and protect him, but also release 
bolts that will home in on any tagged enemies 
on the screen. As such, the key is in learning 
how to properly tag and use your field to 
succeed. 


— C— 


The stages themselves tend to be a bit long (around 15 
minutes to complete, on average), and they're not terribly 
challenging for the most part (though that may just be due to 
my Mega Man experience). The bosses, on the other hand, are 
definitely from the Mega Man Zero family tree, and feel 
almost disproportionately difficult by comparison. 
Fortunately, the ability to level up and the lack of a limit on 
extra lives help quite a bit, and if you can pay enough atten- 
tion to their patterns before getting killed, the way to defeat 
them becomes apparent. 

Perhaps the way Gunvolt mirrors Mega Man the most is in 
that the first title is a good, solid action game which still 
shows room for improvement. But if this debut inspires 
sequels and the series manages to have its own "Mega Man 
2," then the most outstanding stuff 
is yet to come. - DAVID 
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Not a Normal Мар 


THE BRICK-BREAKING BASIS for Siesta Fiesta is 

nothing new - the arcade classic Breakout first introduced the 
idea of bouncing a ball against bustable blocks in 1976, and its 
game design has since been copied countless times over the past 
four decades. Here, it's cloned one more time - but it's what the 
developers at Mojo Bones have done with this aged gameplay 
foundation that makes this 3DS eShop title charming. 

Instead of a boring paddle sliding back and forth across the 
bottom of the screen, Siesta Fiesta has players controlling an 
unwakeably sleeping boy and his spring-loaded bed, bouncing his 
rotund body up and down to break blocks. His endless nap takes 
him on a slow, steady journey through the eight worlds of "Fiesta- 
ville," a dream land full of colorful music and characters. 

The first wrinkle thrown into the traditional Breakout 
gameplay is auto-scrolling levels. Rarely does Siesta Fiesta stick 
to static screens, instead moving you along with constant forward 
progress (which translates well to moving across the overworld 
map). This design choice makes sense. Fixating on hitting just one 
last brick has caused players frustration in several decades' worth 
of older Breakout clones, so having you move along at a decent 
clip is a breath of fresh air. You'll attempt to compile a high score 
along the way, with better brick-breaking equaling higher-ranking 
medals, which in turn offer a worthwhile reason to revisit stages. 

What's missing, however, are online leaderboards to egg 
players on to compete against friends and strangers. If a friend's 
high score popped up after completing a stage, showing that they 
barely edged out your number, there would be great incentive to 
one-up them. Sure, this feature is rarely used on 3DS, but that 
doesn't mean the omission went unnoticed. 

Making up for the lack of leaders is the amount of gameplay 
variety - Mojo Bones isn't content with just auto-scrolling levels in 
Siesta Fiesta. There are power-ups littered everywhere, boss 
battles and even cool twists on the brick-breaking action. For 
example, instead of springing the ball up toward the top of the 
screen, the bed is replaced with a cannon in specific stages. 
Players then catch and shoot our Rip Van Winkle hero, with 
obstacles built around this fun mechanic. 

Time Trial levels, though, miss the mark. While these stages 
offer a different challenge, they stray too close to the traditional 
Breakout formula and feel stale. Lingering around until the last 
brick is busted doesn't quite feel right after the game's main claim 
to fame is that its primary mode did away with that old problem. 

Mojo Bones gets more right than wrong here - especially with 
gameplay diversity and the bright, lively presentation - making 
Siesta Fiesta easily recommendable. Going by the game's own 
ranking system, it gets a silver 
medal. - EVAN 


MOJO BONES 
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Some Axes to Grind 


WOODEN SEN'SEY 


WOODEN SEN'SEY IS the very definition 
of a "mixed bag." It does some things really 
well, while at the same time other aspects 
of its design tend to underwhelm or drag 
down the experience. 

The game begins with a Japanese village 
coming under attack and you, as village 
chief Goro, seeking revenge. To exact ven- 
geance upon those who have wronged him, 
Goro wields a pair of axes, a grappling 
hook and some extra throwable weapons 
found along his journey. In addition to 
some slightly Bionic Commando-esque 
swinging, the grappling hook allows Goro 
to perform a ground attack, which can 
rocket him skyward in a manner reminis- 
cent of DuckTales' pogo cane. 

One of the first things that will grab you 
here is the visual style, which pleases the 
eye with bright, vivid details in a cartoon 
world based on ancient Japan. The accom- 
panying music matches the graphics well, 
and maintains a pleasant – perhaps even 
catchy - upbeat tune. 

The controls are delightfully responsive 
as well. In some parts, І was impressed 
with how well they reacted, particularly the 
grappling hook - there were times І would 
surely have died in virtually any other 
game to have such a function present, but 
the way І was able to use it to save myself 
and get around was quite amazing. 

unfortunately, as good a job as Upper 
Byte Studio did of making the game look 
and feel great, other parts fall short of the 
mark of greatness. The levels tend to drag 
on just a bit too long, and - though 
creative and diverse at points - tend to feel 
mundane in terms of design, too. Part of 
this is thanks to the filler involved, such as 
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areas in which you have 

to square off against one 

wave of foes after another in succession 
before being allowed to proceed. 

That alone isn't so bad in itself — other 
games, such as Azure Striker Gunvolt, tend 
to do the same thing. But what brings it 
down here is that combat itself tends to 
feel kind of loose and sloppy. Hit detection 
ranging from iffy to poor is a problem, par- 
ticularly for Goro's melee attacks, though 
the sloppiness shows up in other ways as 
well. 

You'll also encounter other cheap shots 
from enemies and obstacles - problems 
which are compounded by the lack of any 
sort of buffer after being hit. At one point 
as I played, Goro managed to get stuck 
between some spikes and a platform. 
Wedged in there, he kept taking damage 
every time he bounced back onto them 
until he died. 

The long and the short of it is that for 
the most part, Wooden Sen'SeY works 
quite well as a platforming game - but as 
an action game, it falters. Its failings aren't 
enough to completely drag it down (thanks 
in part to a moderately generous number 
of extra lives placed throughout the 
stages), but it can still be a frustrating 
experience. In some cases, patience and 
paying attention to how you died can help 
you succeed on subsequent tries, but you'll 
likely find yourself thinking you shouldn't 
have died in the first place. 

In the end, Wooden Sen'SeY is not a bad 
game - it's just not entirely a good one 
either. The downsides don't necessarily 
outweigh the upsides, but they do keep this 
endeavor from truly impressing. Hopefully, 
if there's a sequel, it will either improve on 
this title’s negatives or focus more on its 
positive aspects. - DAVID 
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Traversing Trans Town 


ONE PIECE 
UNLIMITED WORLD RED 


THE PIRATE-THEMED One Piece is the most popular manga in Japan, though 
it doesn't quite reach those same heights in the West. Its global reach has been 
slowly improving in recent years, partly thanks to greater efforts to localize its 
many video games installments, the latest of which is One Piece Unlimited 
World Red. 

Set outside the main canon, this game follows the Straw Hat Pirates and 
their captain Monkey D. Luffy as they pursue a dangerous fugitive named 
Redfield. Under Redfield's care is Pato, a tanuki with the power to change 
leaves into other objects. With their combined abilities, they recreate scenes 
from the Straw Hats’ past – basically, it's an excuse to reuse locales and 
enemies from the entire series run. Long-time One Piece fans will enjoy reliving 
famous events, but the structure will leave newcomers confused. 

Before each stage, you must select a team of three from the nine Straw Hat 
members, of whom two will be controlled by the computer. Your crewmates 
sport an assortment of admittedly awesome abilities — Luffy can stretch his 
body like rubber, Nami can conjure winds and lightning from her staff, Chopper 
can morph into different battle forms and so on. 

What isn't awesome, however, is the repetitive nature of combat. 

You string together combos using two attack buttons, a jump and context- 
sensitive actions to put the beatdown on enemies with way too much health. 
unfortunately, these baddies continue to be damage sponges well into the 
adventure, sometimes requiring up to a full minute of pounding each. Any plan 
to run past everyone is inevitably thwarted once a barrier appears around a 
battleground, only dissipating once every foe has been defeated. 

What salvages this otherwise monotonous endeavor is the unfathomably 
massive amount of side content. You can collect funds and materials to expand 
the town that serves as your home base, then go exploring for shops and 
minigames. You can visit the tavern to take on quests that award hard-to- 
obtain spoils. You can even go fishing or hunting, then donate your catches to 
the museum as though this were a high-seas version of Animal Crossing. 

Then there's the Battle Coliseum, a separate mode based loosely on the 
Dressrosa Arc currently running in the anime. Here you'll compete in a series of 
combat challenges from one-on-one duels to horde scrambles - and unlike in 
story mode, your opponents possess a reasonable amount of health. But the 
biggest draw is the opportunity to play as characters other than the Straw Hats 
and unlock quests back in the tavern that put you in their shoes. Strange 
though it may seem, the Coliseum is more entertaining than the main game! 

And as one last bonus, players who own the game on both 3DS and Wii U can 
share save data between platforms so that you never miss a beat. 

So One Piece Unlimited World Red features combat that makes you want to 
punch a wall and a story that will leave non-One Piece fans disinterested. If 
you're a diehard, though, there's so much meat on these bones that you can 
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Poke-Like? 


WHEN YOU LOOK back on the 
original Game Boy, without a doubt, 
the biggest new franchise on the 
block was Pokémon. The pocket- 
monster series blew away every- 
thing else on the market and forced 
other developers to pick apart just 
what made it such a success - and 
then try to apply that magic to 
their own games. When it comes to 
the creative output of WayForward, 
you can definitely see the Pokémon 
influence in their Game Boy Color 
debut, Xtreme Sports. 

One of the biggest elements of 
the Pokémon franchise is battling 
other trainers as you travel across 
the game world - Xtreme Sports 
lifts that mechanic and gives it a 
rather unique twist. Instead of 
tossing out monsters that fight 
until exhaustion, you'll be traveling 
the game world by yourself and 
challenging rivals to various 
athletic events. As you've probably 
guessed, the action in Xtreme 
Sports aims to capitalize on the "in 
your face" nature of counter- 
culture sports from the late '90s. 
Xtreme Sports has you tackling 
skateboarding, street luge, inline 
skating, skyboarding and surfing. 

Each extreme sport plays differ- 
ently, each requiring a different set 
of twitch skills. You'll also have dif- 
ferent requirements within each 
rival battle, such as collecting a 
certain amount of flags, hitting a 
specific score or finishing a route 
within a time limit. You'll have over 
200 rivals to take down and earn 
medals from as you explore the 
game's vast map, and you'll even 
come to learn of a secret gang 
that's out to do more than just take 
home first-place trophies. (Is that 
you, Team Rocket?) 

The only real knock against the 
game comes from event repetition. 
You'll eventually tire of surfing the 
same set of waves 10 times over, 
but thankfully you're free to hop 
between different events to keep 
things fresh. As long as you do that, 
Xtreme Sports should 
be some Pokémon- 
influenced fun for 
you that has some 
very unique twists. 

- KEVIN C. 
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Battle Routine: Set! 


MEGA MAN BATTLE NETWORK 


THIS GAME GAVE me a backache. 

The year was 2001. I, a loyal Nintendo fan, had of course invested my money 
in the company's newest handheld hardware, the Game Boy Advance. But the 
first model of the GBA was notorious for its dark, non-backlit screen - you had 
to strain to see it, surrounding yourself with lights and lamps and craning your 
face down over the display for a chance to play its games. It was painful. 

Which is why Mega Man Battle Network gave me a backache - this strategic 
spin-off of Capcom's Blue Bomber brand was so engrossing to me when I first 
played it that | endured hours of uncomfortable, awkward playing positions 
doing everything I could to see that darkened screen. It was just that good. 

In Mega Man Battle Network, you take control of a new version of the classic 
helmeted hero. This time he's a digital warrior - a "NetNavi," a.k.a. a sentient 
computer program who lives and works inside the hidden world of the Internet. 
This Mega Man, called MegaMan.EXE, is the personal assistant and partner of 
one Lan Hikari, a fifth-grade boy who serves as the game's second protagonist. 

Battle Network chronicles the combined adventures of Lan and Mega Man as 
they experience life together - from the mundane (like simply getting out of 
bed to go to school) to the extraordinary (like doing battle against a worldwide 
terrorist organization). Lan explores the real world and Mega Man runs through 
the Net, and the two are a winning tag-team duo that's fun to see in action. 

The real action of Battle Network comes in its battles, of course, and those 
are wholly different than past Mega Man games - they're pseudo-turn-based 
RPG fights that play out on a six-by-three grid of tiles. Half the territory is Mega 
Man's, while the other half belongs to the baddies he's trying to bust. You move 
Mega Man around his area, firing his Buster to do damage to the foes on the 
other side, and every few seconds all of the action freezes as you get the 
chance to select a Battle Chip - these are extra, one-time-use subweapons like 
Cannons and Swords that do more damage than normal attacks. Victory in 
battle comes from keeping Mega Man quick on his feet to dodge the enemies’ 
incoming attacks, and also strategically building your Battle Chip deck so that 
you'll know you've got good support weapons coming your way in a pinch. 

| love it. The tactical emphasis keeps my attention locked for hours (and 
luckily, here on Wii U, my back no longer suffers). This is just the first of many 
Battle Network games to come, so get in on the ground floor here! - LUCAS 
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Failed Execution 
MEGA MAN BATTLE CHIP CHALLENGE 


ON THE OTHER side of the equation, we have Mega Man Battle Chip 
Challenge. This is a game that І don't have nostalgic feelings toward, as І didn't 
buy it back when it was first released a decade ago. And now, having played it 
today, I'm happy І saved my money back then. 

| just got done praising Battle Network in part for its strategy elements – 
you have to assemble a strong folder full of Battle Chips for Mega Man to call 
upon in a fight if you want to have a chance to progress very far through that 
game's storyline. It's like a deck-building card game, really. Capcom was a bit 
ahead of their time when they came up with the idea, as now deck builders are 
all the rage in the tabletop board game space. How many of you out there have 
played Dominion? Or Magic: The Gathering? Magic was already finding a strong 
following around the time Capcom would have begun work on designing the 
first Battle Network, and it could very well have been an influence - but 
however they came up with the idea, it worked well there. 

It doesn't here. Mega Man Battle Chip Challenge tries to focus an entire 
gameplay design solely on the deck-building process, and it falls terribly flat. 
The appeal of assembling a folder of Battle Chips that you think will give you 
the best chance of success in a fight only works when there are actually fights 
to be fought - here, though, everything's entirely hands-off as soon as you're 
done making decisions on your Battle Chip screen. 

Seriously, the game plays itself. You set the positions of your Chips in a 
Program Deck and then go into a battle against another NetNavi opponent, but 
there's no movement or other input from you past that point beyond just 
pressing the A Button to advance through dialogue windows. The computer 
randomly selects a path of Chips through your Program Deck, progressing left 
to right, taking automated actions as you just sit back and watch. 

It's painfully dull. You can occasionally interrupt the action to "slot in" an 
extra Battle Chip as a trump card at a critical moment, but even that's mostly 
inconsequential as each fight has pretty much already determined its own 
outcome from the start based just on the Chips being brought in by both sides. 

Mega Man Battle Chip Challenge has been called the worst game 
to ever wear the Mega Man name, and І always thought that 
that must have been hyperbole. But no. It actually is 
that bad. Stay far, far away. - LUCAS 
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Zero Jumps In 
MEGA MAN X3 


HAVING TO CHOOSE а favorite out of 

the first three X games is like having to 

choose your favorite child. There's a great 

debate as to what the best game in the 

series is, and while І tend to make a case for 

the very first time X hit the SNES, there is something to be 
said about the high quality of Mega Man X2. Of course, X3 
adds even more to the franchise's core formula, and gives its 
predecessors a run for their money as well. 

Gameplay is largely the same as the first two entries. Mega 
Man X has the power to dash, fire charged shots and wall- 
climb, with the ability to unlock more powers as you locate 
capsules in the wild. The leg upgrade in X3 is one of my 
personal favorites, as it unlocks an air dash and a vertical 
dash - the latter of which opens up a whole host of explora- 
tion options. X3's helmet upgrade also shows you secrets 
you've missed as you select and enter a stage, which is an 
improvement upon the previously useless head upgrades – 
particularly X2's mind- numbing radar. 

There's almost too much to keep track of in X3 though, 
because in addition to the upgrades, the unique chip powers, 
Heart Tanks and Sub Tanks, you'll also have to earn multiple 
"keys" that unlock various Ride Armors - which in turn open 
up more secrets. Unlocking the first armor feels like an 
accomplishment, but having to hunt down the rest just feels 
convoluted - new players will likely just look up a great deal 
of information in online walkthroughs. 

This time around Zero is back in action for real, and 
players can call upon his help in playable form for nearly any 
level in the game. Sadly, he wouldn't become truly and fully 
playable until Mega Man X4, as Zero cannot be used to fight 
bosses, and cannot be used in most of the end-game stages. 

Thankfully, X3 holds up despite these small blemishes. AII 
of the game's colors are vibrant and stunning even to this day. 
Each stage overflows with its own personality as soon as you 
enter it, and the soundtrack is one of my favorites in the 
entire franchise - including the classic games and spin-offs. 

Yes, it's hard to pick the best of the SNES X games, and X3's 
excellence doesn't make that choice any easier. - CHRIS 
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Old-School Kart 


SUPER MARIO KART 


THIS FIRST INSTALLMENT in the Mario 
Kart series was one of the first SNES 
games I ever played, and wow, did it have 
an impact. Although it's not very awe- 
inspiring in our modern era of gaming, 
back then it was simply magical, and got 
me into racing games from that point 
onward. But with all of the feature-filled 
Karts we have to date, it's tough to recom- 
mend this series starter to all but the 
most stalwart fans today. 

To put it bluntly, it isn't much to look 
at. Although the character models have 
some care put into them, the tracks are 
very bare-bones, and have little to no flair 
– outside of the occasional cloud, ghost or 
star floating across the sky. There also 
isn't a whole lot in terms of modes - if 
you're driving solo, there's GP and Time 
Trial options, and multiplayer hosts the 
always glorious Battle Mode. 

But that's it. 

There also isn't much that's unique to 
this particular installment in the series 
when set against its later sequels, outside 
of the fact that you can play as Donkey 
Kong Jr. The one enduringly interesting 
tidbit that no other game in the series has 
included is the Feather item. Simply put, 
it's a one-use item that allows you to leap 
up into the air — avoiding obstacles, shells 
and other traps - and it even allows you 
to launch into shortcuts. 

Super Mario Kart has not aged particu- 
larly well, but if you're a hardcore series 
fan, you owe it to yourself to give the 
game a shot. Some of its tracks may be 
uninspired compared to the fanfare-filled 
courses you know and love today, but the 
core design is still there, and Battle Mode 
is timeless. - CHRIS 
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Time to Suit Up! 


CYBERNATOR 


YOU COULD ALWAYS count on Konami 
to give you an endless supply of beat-'em- 
ups and shooters in the early Nintendo 
eras. While Contra was the clear front- 
runner for Konami's dynasty of death, a 
lesser-known game called Cybernator was 
there right alongside, blasting away from 
the shadows. 

The premise of Cybernator was rather 
unique at the time. Instead of controlling 
a human and blowing endless amounts of 
junk up, you take charge of a giant mech 
suit that .. . also blows endless amounts 
of junk off the face of the planet. You 
control the lumbering robot in a standard 
level-based linear format, with a few 
provisos in place to keep you on your 
toes. 

First and foremost, this isn't an agile 
Gundam we're talking about - this robot 
has some weight to it, and it'll take some 
getting used to before you're really com- 
fortable with how the game works. By 
using a combination of slow, deliberate 
dashes and jetpack-like hovering boosts, 
you'll eventually get the hang of horizon- 
tal and vertical movement respectively. 
Having said that, although Cybernator is 
more technical than most shooters, there 
isn't a whole lot else that's memorable 
about it. 

The spritework is washed out and unin- 
spired at times, and some of the enemy 
models look like kitchen appliances. 
There's also a very odd design choice 
involving in-game conversations that pop 
up onto the screen constantly, and always 
during the inopportune moments in every 
level - that can get incredibly annoying. 

There's a reason why many people 
aren't aware of Cybernator today, but 
hardcore platforming fans will likely still 
want to take a look at it, 
mostly because of its 
unique, weighty controls. 

- CHRIS 
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VOICI CHORUS CHOROS 


SOPHIA the 3rd 


BEFORE THEY WERE 

were widespread, the 

genre of "Metroidvanias" was 

reprsented, of course, by Metroid for the 
NES - and that was basically how you got 
your exploration fix back then. | remem- 
ber spending hours in caves with Samus, 
aimlessly wandering around with no clue 
in the world as to where to go next. It was 
aimless, but it was fun. Then came Blaster 
Master, with a more pared-down story, 
higher difficulty and a giant tank. Did I 
mention you can drive a giant tank? 

Blaster Master is a platformer with a 
huge twist — in addition to going at it on 
foot with Jason, the hero of the game, you 
can also pilot his tank SOPHIA. Some 
sections of the overworld may require you 
to get out and enter doors, labyrinthine 
passageways or small sections that only 
Jason can fit under, but most of the map 
can be navigated by SOPHIA. 

Upon entering certain areas as Jason, 
the view will shift to an overheard per- 
spective, essentially turning the game into 
a top-down shooter. АП three of these 
control styles are spliced effortlessly into 
the game, to the point where they all feel 
natural and create a level of diversity that 
splits up the pure exploration gameplay. 

One of the best parts about Blaster 
Master is that the designs of its maps are 
anything but aimless. With a clear-cut 
graphical difference in the game's cre- 
scendoing areas, it's easy to divine where 
to head to next and where you've been. 
The caveat is that the game is rather huge 
and has no password function - some- 
thing that lends itself very well to the 3DS 
VC format and its Restore Point ability. 

If you've never played this classic, get 
to it. It provides a deep level of challenge 
even today, and because it was designed 
by a talented team, it holds up on its own 
merits and isn't hard for the sake of being 
hard. - CHRIS 


NES, 1988 
SUNSOFT 
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А Fantastic Four 


UFOURIA: THE SAGA 


UFOURIA: THE SAGA 

did the Metroidvania thing 

before that term ever existed, 

but not quite as well as many of the 
classics that came after it. Like Blaster 
Master (Sunsoft's most well-known NES 
title), Ufouria dumps you into a large 
world (by NES standards) and expects you 
to figure out the rest for yourself. Unlike 
Blaster Master, Ufouria completely 
divorces itself from any semblance of 
reallity in favor of old-fashioned 
Japanese-style cartoon surrealism. 

The "four" in Ufouria stands for the 
game's four main characters, Bop-Louie 
(the snow-hat hero), Freeon-Leon (the 
bewildered dinosaur), Shades (a ghost 
with a detachable eyeballs) and Gil (a fish- 
man who can barf explosives). You can 
switch between any of the four leads any 
time after they've been recruited to your 
cause (meaning, after you've beaten them 
up for a while). From there you'll take on 
cat aliens, flying disembodied propeller 
heads, children who happily live inside 
fish and many other casual oddities. You'll 
even climb a strand of drool dripping from 
a sleepy floating purple face! None of 
these unusual occurrences are ever 
explained. They just are. 

The graphics are exceptional by NES 
standards, with smoother animation and 
larger characters than you'll find in most 
games on that console. Game flow 
is divided between the occasional fetch 
quest, action bits, gaining new characters 
by defeating them in battle and finding 
ways to use those characters' unique 
abilities to open up new areas. The 
combat is serviceable but largely forget- 
table, and the dungeon/overworld layout 
is sometimes haphazard. That won't likely 
bother you if you're easily enamored with 
the kind of unpredictable silliness that's 
become less and less commonplace in 
today's retail game space. - JONATHAN 
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Meet Takamaru 


FOR MOST NINTENDO fans, The Mysterious Murasame 
Castle may as well be an all-new NES game. Originally 
released for the Famicom in 1986, it starred a young samurai 
apprentice named Takamaru on a quest to save the world 
from an alien menace. Unfortunately, the game was overshad- 
owed by other major releases at the time and was ultimately 
confined to Japan - until it finally arrived in the West by way 
of the 3DS Virtual Console, nearly 30 years after it first 
debuted. Given this three-decade gap, The Mysterious 
Murasame Castle certainly shows signs of its age, but there 
are some solid mechanics at its heart that make it more than 
a mere relic from the past. 

The adventure plays out like a more action-oriented 
version of The Legend of Zelda. Players guide Takamaru 
through four feudal castles and their surrounding grounds, 
battling through waves of enemy ninjas and confronting the 
possessed daimyo lurking within. Unlike Zelda, however, there 
are no puzzles to solve or tools to acquire along the way; 
levels are segmented into linear stages, and Takamaru begins 
the game with his entire repertoire of skills already in tow 
(though his attacks can be augmented with power-ups). As a 
result, the experience feels much brisker than its sister title, 
and the tight controls make cutting your way through stages 
immensely gratifying. 

But while the core adventure is compelling in its own right, 
there are a few issues that keep the game from being another 
NES classic. The lack of puzzles ultimately limits the game- 
play's depth, and the difficulty can often be overwhelming 
due to the sheer number of foes that besiege you. Much of 
the game's satisfaction stems from conquering its challenges, 
but it can also make the experience frustrating when you 
repeatedly fail to clear a stage - something that will occur 
often during the course of the adventure. 

This is by no means a bad game, but it is 
certainly a product of its time. That said, 
gamers interested in experiencing a lost 
piece of Nintendo history should give it a 
try - it's a solid action game that hardcore 
fans can enjoy. - KEVIN K. 


FAMICOM DISK SYSTEM, 1986 
NINTENDO 


Dig in Again STEAMWORLD DIG 


STEAMWORLD DIG IS the epitome of the 
sleeper hit. When Image & Form was releas- 
ing the original title on the 3DS eShop, they 
openly admitted that they were unsure of 
just how to promote the game. They weren't 
too familiar with what would get the atten- 
tion of gamers, nor did they know the best 
ways to work with gaming press. The team 
talked a little bit about the game leading up 
to release, then just plopped the sucker down 
on the 3DS eShop and took things one step at 
a time. Luckily for them, SteamWorld Dig's 
quality spoke for itself, which made eShop 
explorers sit up and take notice. Before its 
creators knew what had happened, the game 
ended up selling itself. 

Now here we are once again, but this time 
around SteamWorld Dig has a fantastic fol- 
lowing built behind it. Image & Form sur- 
prised everyone by announcing that the title 
was getting a big-screen port over to the Wii 
U. With SteamWorld Dig being a perfect fit on 
3DS, it's no surprise the studio saw the Wii U 
as a fantastic platform to bring the game to. 
And truth be told, SteamWorld Dig feels even 
more at home on Wii U than on 3DS. This 
feels like a game that would have stolen the 
show back in the SNES/Genesis days, so 
bringing it to Nintendo's home console makes 


Depth: 266m 


for the perfect platform to 
display its greatness. 

In SteamWorld Dig, 
you play as a robot 
named Rusty who's out 
to dig up the secrets of an 
old mining town. It's this premise 
that allows SteamWorld Dig to piece together 
mechanics from some of the best games of 
today and yesterday. For the Minecraft fans, 
you'll get plenty of enjoyment from digging 
deep into the soil in order to explore and 
collect resources. Fans of Metroidvanias will 
be more than happy with all the running, 
jumping and ability-expanding power-ups 
there are to find. You can even enjoy this 
adventure multiple times over, when consid- 
ering that each layer of earth to explore is 
randomly generated in every single play- 
through. 

Collect minerals as you dig downward, 
trade them in for cash and buy yourself new 
equipment - then use that equipment to 
reach even further down into the earth to 
uncover new secrets, upgrades and abilities 
for Rusty. It's this gameplay cycle that gets 
you utterly addicted to SteamWorld Dig right 
from the beginning. You always want to 
explore a little more, upgrade another item, 
make a little more cash. The push to find out 
the soil's secrets coupled with the mysteries 
of the town itself make for a fantastic adven- 
ture that feels familiar, but also unlike 
anything else. 

SteamWorld Dig was amazing on the 3DS, 
but playing on Wii U makes everything that 
much better. It's that much more beautiful, 
from visuals to audio and gameplay. Without 
a doubt, this is now one of the best games 
available in the Wii U eShop. - KEVIN C. 
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Choose Your Path 


CASTLEVANIA III: 
DRACULA'S CURSE 


CASTLEVANIA 11: DRACULA'S 

CURSE kicks off with a lightning storm, 

after which Belmont patriarch Trevor whips 

his cloak over his shoulder, as if to wordlessly 

demonstrate his resolve. "Better acquire a taste for Holy 
Water, Dracula," he appears to say, "because I'm about to jam 
a few dozen phials down your throat." 

It's a pretty impressive cinema scene for ап 8-bit game put 
together in 1989, and it's just one of countless indications 
Konami took serious care into making Castlevania III a striking 
platformer. Even now, several console generations later, it still 
stands up as one of the greatest action games of all time. 

Castlevania ІІІ hews more closely to the original 
Castlevania than the more exploration-heavy Castlevania 11: 
Simon's Quest. Trevor Belmont whips enemies, collects hearts 
as ammo for sub-weapons and does a whole lot of climbing 
and jumping as he makes his way to Dracula's doorstep. 

Not to say Castlevania III lacks any elements of explora- 
tion. The game famously asks Trevor to choose his path after 
he's completed some levels, and all roads are certainly not 
equal. Depending on your choice, you might wind up in a bog, 
or the flooded ruins of a city, or a clock tower full of bone- 
crushing gears. You can even take a shortcut to Dracula's joint 
by boarding a ghost ship - but the perilous footing in those 
levels make the long way around seem compelling at times. 

Each path potentially guides you to a companion, each of 
whom boasts a special talent that can help you get past 
obstacles. Grant, a pirate, can shimmy up walls. Sypha, the 
destined mother of many Belmonts, can use magic. Alucard - 
yes, that Alucard - can turn into a bat and fly. 

Castlevania 11175 soundtrack still ranks as superb, and there 
isn't another NES game that uses the system's color palette so 
skillfully. АП that said, it'd be fantastic if the Virtual Console 
offered the option to access the Famicom version of the 
game, which tones down the adventure's legendary difficulty 
and features a richer soundtrack thanks to a specialized chip. 

But at the end of the night, both versions of Castlevania ІІІ 
are classics. If you've not yet played it, throw yourself under 
Dracula's shadow, fleshling. - NADIA 
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І know how to handle this 


giant creep! 


3DS! Use your AR cards! 
Project some Pikmin! 


“Pik” on someone 
your own size... 


CONTINUED FROM PAGE7 BYLINDSEY LAYNE KING CONTINUESON PAGE40 
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SUDER п m EDITION F 


TROLLING FOR TROLLING 
Uncover the jokes of the Internet in a secret room. 


THERE’S A MEME-FILLED secret room which serves as the game’s "101%" completion mark. To get there, first enter Canal de las Flores. Head over to an area 
two screens left of the village - where the shop called Trolling Supplies is found - to an area where the ceiling hangs down and you can jump off the wall. Starting 
from the Dead World, jump up and propel yourself off the lower portion of the wall using the Goat Fly, flying through two screens towards an opposing wall. 
About one third of the screen width before hitting the wall, switch back to the Living World and jump up to the platform. Enter Trolling Supplies before the door 
closes. If you mess up, the door will close and you'll have to leave the area before coming back to try again. But if you get in, you're in for some developer humor! 


XTREME DEBUG 


TO TRIGGER THE bountiful 
debug menu in this early 
WayForward game, starting from 
the main menu, press Left five 
times, Up five times, Down five 
times, Right five times and 
finally Select five times. From 
here, you can select any of the 
stages, as well as a sound test. 


MEDAL ADVENT 


START A NEW game. Choose 
your character and then head 
over to the sign-in booth and 
sign in with the name xyzzy. 
Finish the registration, then hold 
A and press Select. You'll be 
credited with 400 medals! (Hold 
A and press Select again to clear 
the medals.) 


Quick ENDING 


TO SEE THE ending credits 
immediately, start a new game. 
Head to the sign-in booth and 
enter your name as staff. Next, 
leave the booth, head left and 
enter the snack shop to watch 
the credits roll! (Say, do you see 
any familiar names in there? A 
Bozon, perhaps?) 


PISI- TOIRE; 


Та аз яз" и ча йзі 
йз 1 яз ал иа 


Bonus points if you can actually read that. 


ON THE OFF chance that you'd like to play through this action/ 
platformer entirely in Thai, enter the following code on the title screen: 


EXTRAS FOR REPEAT CUSTOMERS 
Owners of both Kirby: Triple Deluxe and its oc e 


spin-offs can access extra content at no additional charge. 


IF YOU HAVE StreetPass enabled in Kirby: Triple Deluxe, you'll instantly 
unlock extra goodness in these two Kirby eShop titles. In Kirby Fighters 
Deluxe, the Beetle and Bell abilities will be unlocked and the Waddle Dee 


Down, Down, Up, Up, Right, Left, Right, Left, Right, Left, Right, Left. A tone 
will sound to indicate success. Enter it again to switch back to English. 


Train Tracks stage will be available for play. In Dedede's Drum Dash 
Deluxe, the Kirby, Waddle Dee and Meta Knight masks will be unlocked. 
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-AZURE STRIKER- 


У/НАГ$ THE BEST WAY TO ACHIEVE THE 


ў умер HIGHEST SCORE IN ANY GIVEN LEVEL? 


GIVEN THAT THE game has a mechanic called Prevasion available 
at the start that lets you dodge damage constantly, it's easy to rush 
to the judgment that Azure Striker Gunvolt is a simple game - 
instead of using up your bar to take out enemies, you can just save 
it for Prevasion, dodging pretty much everything the game throws 
at you. But while that may be a valid tactic for avoiding boss fight 
mishaps, you'll eventually want to use your special meter in other 
ways to earn the highest possible scores. Е 
The key here is the "Kudos" system. Think of it like a combo : = "d 
meter, which allows you to earn multipliers after killing foes simul- STAGE SCORE о о 5 о 7 О 7 с 
taneously. Just tag enemies all at once, then blow then up and x 
you're good. If Prevasion triggers, you'll lose your combo. If you CLEAR TIME О а а E О м 5 3 * ж 
want a full combo, you'll have to clear each stage totally untouched. 
Less dedicated individuals can take it slow, however - level by 
level, memorizing the specific "surprise" points of any given stage. 
(I'm talking stuff like enemies that spring out of nowhere.) Be sure 
to use the glide ability in addition to your lock-on so that you can 
avoid these foes, but tag them all along the way, of course. 


-AZURE STRIKER- 


DO YOU HAVE ANY TIPS ON HOW TO 
Ñ Up Ме TACKLE SOME OF THE TOUGHER BOSSES? 


AZURE STRIKER GUNVOLT has some mighty tough bosses, but all of them 
ollow a particularly similar pattern. For starters, all of them have multiple 
phases per fight, which mixes up their abilities significantly. Always 
remember that when moving to another phase, most (if not all) of their 
former abilities will continue on into the next part. You can clearly tell when 
hey're about to switch phases as the health bar or a unique animation gives 
it away. 
If you're not aiming for the best score possible, you'll probably just want to 
use Prevasion to get through the tougher phases. The way you'll want to use 
his is by learning the boss traditionally, studying their patterns and only 
springing for Prevasion when you really mess up. If you really mess up, 
double-tap down on the D-Pad to refill your meter quickly so that you 
can dodge again. Remember, if you double-jump it does take 
away some of your meter. 

Of course, learning how to best a boss the real way will get 
you much farther. When focusing on a boss's special attack in 
the last phase, try to eye a particular part of the screen that 
S open. For some big bads it may be a tiny space in a corner, 
and for others, it's actually behind them as they prepare to 
dash your way. Even if it takes you a few deaths, try to pay 
close attention to open areas and avoid using Prevasion - 
's very tempting to just "take the hit," but you'll want that 
meter to punish them as they whiff their super. 

One of the toughest bosses has to be Elise, who splits 
nto multiple enemies. To best her, make sure you evenly 
destroy every clone, then apply a finishing blow when 
they're all near death - a super from the touchscreen is perfect. 
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HOW DOES BECK'S РАЗН ABILITY 
WORK, EXACTLY? 


HOM TO PLAY 
IN MIGHTY GUNVOLT, Beck's dash works a tad differently than it does in his source game. Based on the current 


4 = L2 е build of Mighty No. 9 so far, the way Beck eliminates enemies is by blasting them away into a "destabilized" state, 
where they turn translucent. At that point Beck can dash into them, which fully removes them from the screen and 
grants him a statistical bonus of some sort - something like increased speed or a better buster for a limited time. 
Here, however, the dash is a little less effective. Instead, think of it like a standard air dash from the Mega Man 
X series, used to reach higher gaps or hidden areas that may require a bit of a boost. Additionally, Beck can use 
the dash to get under some tricky areas and reach power-ups, just like Mega Man's slide in the classic NES series. 
Because you have to charge it, and it doesn't actually destablize enemies or grant you any extra benefits, the 
dash shouldn't really be used in combat in Mighty Gunvolt. It's a bit of an odd design choice and something that 
may take some getting used to, but using Beck's standard blast is by far the most desirable use of your power. Try 


keeping it charged on portions of stages that have no enemies just in case you miss a jump. 
MIGHTY GUNVOLT 


WHICH CHARACTER IS THE EASIEST TO 
START WITH, FOR PLATFORMER 
NEWCOMERS? 


IN ORDER OF their ease of use, І would say that the characters to go with would be 
Gunvolt first, Beck second and Ekoro last. Gunvolt is the titular hero of Azure Striker 
Gunvolt (reviewed back on Page 21), and he comes into this crossover equipped with his 
patented pistol, as well as his lightning powers. Where he mostly differs from his fully- 
featured counterpart is in his ability to both double-jump and use a charged shot. In a 
sense, he's like a mix of both Mega Man and Bass from Mega Man 10. 


Because of his double jump, I think Gunvo 


tis the easiest character in the game to use 


from the get-go. It's kind of a failsafe of sorts, allowing you to instantly recover from 


screw-ups ог mistimed jumps. His standard s 
decent amount of enemies on the screen, ho 


hot is also very strong, and if there's a 
ding the button to enact a giant laser 


stream will do the trick. When in doubt, double-jump - it'll let you get out of nearly any 
sticky situation and get you back on your feet. He basically has an answer for every pre- 


dicament, and anyone can pick him up and p 
Beck is next in line, mostly due to his simi 
regular shot, though his dash power isn't rea 


ay. 
arity to Mega Man. He can slide and fire a 
ly combat-ready and leaves a lot to be 


desired. Still, his standard abilities are very simple to grasp, and he can whittle down any 
enemy in the game with some mild dodging. Beck will have a lot more tricks up his sleeve 
when he gets his chance to shine in his full game next year, Mighty No. 9, but for now this 
8-bit appetizer is giving us a little taste of what's to come. (Inti Creates has also teased 
that there may be more content coming to Mighty Gunvolt in the future, including special 
stages that could only be cleared by Beck. So we may get a second taste before the main 
course next year too.) Beck's less technical than the other two characters, which makes 
him easy to grasp, even if he lacks the tactical options of Gunvolt. A solid second pick. 

Ekoro is probably the biggest surprise of the game, hailing from the Japan-only game 
Gal*Gun. It's a bit of an odd choice for sure, given that game's suggestive nature, but 
Ekoro's 2D incarnation is partially based on Princess Peach from Super Mario Bros. 2. In 
short, she can employ a float move that lets her stay in place in the air for a bit as she 
glides around. It's hard to pick up at first, but it's great for clearing large gaps and 
dodging trickier enemies. Ekoro's real power, though, is her ability to charm enemies, 
which forces them to follow you around for a bit and attack their former friends. 

Mighty Gunvolt is designed so that in order to explore every area in the game, you'll 
need to use every character at some point. Just pick Gunvolt first from the character 
select screen to get yourself up to speed the fastest. 
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ВАУО 2 


WHAT BETTER TIME for a witch to 
arrive on Wii U than just a week before 
Halloween? Bayonetta 2 has just gone 
on sale in Japan, and by the time kids 
in North America are going door to 
door on their annual quest for candy, 
this wild woman will be sitting on 
store shelves once again. 

Our full review coverage of both 
Bayonetta 2 and its predecessor will 
be coming your way in our next issue, 
but we wanted to check in with the 
game one last time in advance of its 
release to report on a few final details. 
First of all, take a look at that literally 
foxy new outfit below - in addition to 
her previously revealed Link, Samus 
and Princess Peach costumes, 
Bayonetta will also be able to suit up 
like our favorite Arwing pilot from the 


PUBLISHER: NINTENDO 
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Lylat System. These Nintendo mascot 
costumes will be usable in both 
games, and they won't be your only 
alternate playable character option - 
Rodin from the first Bayonetta will 
also be controllable in the sequel. 

As we've reported before, you'll get 
both Bayonetta 2 and the first 
Bayonetta game together in the same 
box when you buy at retail - but the 
eShop situation has since been clari- 
fied. If you buy digitally, you'll make 
two separate purchases, with the price 
for both together adding up to the 
same you'd pay in a retail store. Of 
course, that means you could also 
choose to just buy one of the games 
and not the other if you go digital. 

Bayonetta was in serious conten- 
tion to claim the cover position for this 
edition, as she's the boldest, newest 
leading lady in Nintendo's fold. Witch 
Time, here we come. - LUCAS 


THE END OF THE 
TREND, OR JUST THE 
BEGINNING? 


We seem to be living in a golden age of female heroes here 


int 


us both Pikmin 3 and Super Mario 3D World, two ti 
ranchises that have always previously been led by males - but there 
Brittany running along and plucking Pikmin right alongside Charlie and Alph, and 
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ot 
time 


bein 
B 
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T 
ids 
heir 
char 
H 


hen this year's E3 came along and gave us a cr 


rien, a technical director at Ubisoft, who claimed that adding a female playable 


show floor was Nintendo, offering a whole range o 
g demonstrated for Wii U. 


is particular season of Nintendo's history. Las: 


Princess Peach and Rosalina joined up with | 
and save the Sprixie princesses. 


acter to their next Assassin's Creed title woul 
adding female assassins was just too much of 


ut the funniest aspect of that debate, to те, w 


ayonetta 2 was chief among them, an M-rated 
op, often under-clothed woman spinning in wi 


chaos of its jaw-dropping battles. 


hen there was Splatoon, the new multiplayer s 
painting arenas from floor to ceiling with ink t 


r opponents - it's being marketed with the squ 


acter focus. 
ow about Xenoblade Chronicles X? It'll offer fu 


main hero, meaning anyone can choose to play its 


H 


upcoming Legend of Zelda sequel for Wii U was a g 


firmed not to be the case, but the 


year brought 


tles in ongoing 


e men to bop Bowser one more 
ingeworthy comment from James 


"double the work." Thieren said 
a technical challenge to take on. 


,the Internet exploded over that, of course, and Ubisoft's been the target of scorn 
his topic ever since. 


as the fact that right across the 
counterarguments with the games 


action spectacle featuring an over- 
d circles amidst the constant 


hooter focused on teams of squid 
о cover more surface area than 
id girl seen below as its primary 


character customization for its 
campaign in feminine form. 


eck, the trend was going so strong that some people thought the new Link in the 


irl as well - that’s since been con- 


positive response to just the possibility of Link not 


having to be a boy any more proved Nintendo could go that direction any time they 
choose and the fans would be on board with it. 
nd all of this is happening without a new Metroid (Nintendo's one traditionally 


A 


female-led 


ranchise) being officially announced yet. 


So it's safe to say that this is a golden age of female heroes that we're living in. But 
will this trend fade away, or will gender equality become a lasting, defining feature of 
Nintendo's future? We'll hope for the latter, as it's about time that the ladies stepped 
fully, permanently into the spotlight. 


SUPER SMASH ВК 
FOR NINTENDO 3DS & Wii U 


SUPER SMASH BROS. is out! (In 
Japan.) This issue of NF Magazine just 
happens to be dropping in the span of 
weeks in-between Japan's 3DS launch 
for the game and its arrival elsewhere 
in the world, so we've got two of our 
team members here to talk about 
their time spent with imported copies. 
Neal and Daan, take it away! 


NEAL'S IMPRESSIONS 
Back at ЕЗ 2014, І was unsure of the 
3DS version of Smash Bros. І wasn't 
worried that it would be bad, but I 
figured it would be so thoroughly out- 
classed by the Wii U version that no 
one would play it after the Wii U 
version came out. But while I still look 
forward to sitting on the couch in front 
of a big screen playing multiplayer 
with friends, there's a certain charm 
and magic to playing Smash Bros. on a 
portable device, especially when it 
runs this well. Even with the 3D set to 
blasting, Smash Bros. runs at a full 60 
frames per second on Nintendo's 
portable. It's incredible. | even played 
some four-player local multiplayer, 
which ran flawlessly. My online experi- 
ence has been favorable, too. 

But the more time I spend with 
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Smash Bros. on 3DS, the more I realize 
how I will personally play it – it's going 
to be a game I pick up and screw 
around with for five minutes. It'll be 
something I turn on right before bed 
and then play a few versus matches, 
maybe mess with custom moves, or do 
a round of Smash Run. AII of the 
features and modes in Smash Bros. on 
3DS are clearly meant for a portable, 
as Classic Mode is a lot breezier and 
quicker. Smash Run takes no more 
than six minutes for a full round. It's a 
wonderful, awesome portable version 
of one of the best game series of all 
time (in my eyes at least). 

I'm still wrapping my mind around 
all of the customization options. It 
takes a while to unlock custom moves, 
as they're random drops in some of 
the modes, and the game doesn't 
seem to have a good way of notifying 
you what characters have new custom 
moves to check out. A little bit of that 
is because I'm playing the game in a 
foreign language, but it's tough to go 
check through all of the characters to 
see who you can customize with new 
special moves. 

If | had to nitpick, Га probably 
decry some of the stages. A lot of 
them have dumb gimmicks, and a bulk 
of them constantly scroll. | also don't 
really like some of the stages that got 
brought back. While I think Corneria is 
near Smash stage perfection, I'm not 
as big of a fan of Mushroomy Kingdom 
or Brinstar. І do, however, love some 
of the cleverness on display in some 
stages, such as the retro goodness of 


S. 


of the Game Boy stage, the Balloon 
Fight one and Pac-Man's Maze. 

| also love the characters, new and 
old. І feel like there was а concerted 
effort to take notoriously terrible 
characters, such as Link, and make 
them good again (or good for the first 
time). It's something І appreciate, 
though I'm sure tier lists will shake out 
and there will be new characters that 
prove to be pitiful too. Some of the 
super-secret characters are incredible, 
and my personal early favorites are 
the Villager and Little Mac. 


DAAN'S IMPRESSIONS 

My history with the Super Smash Bros. 
franchise is a bit of a troubled one. 
Like many others, I'm a massive fan of 
Melee and time never really changed 
that fact. І dabbled with Brawl several 
times, and while I liked aspects of it, 
the game didn't do much for me as a 
whole - so you can imagine that І had 
some really reserved hopes and 
dreams for Super Smash Bros. on the 
Nintendo 3DS. After all, it was on a 
handheld for the first time and its 
controls were a concern. 

Within minutes of booting up the 
Nintendo 3DS version however, І was 
already so overly happy with it that 
my worries melted away. І enjoyed the 
roster of new characters like Robin, 
Pac-Man and Greninja - І found them 
enticing to play and the game moved 
so fast and fluidly that І couldn't help 
but cheer. It was clear to me that this 
felt better than Brawl and that it was 
out to please both sides of the Smash 


fandom. You still had the madness of 
the items and the stages that were a 
highlight of Brawl (ramped up even 
more here), but then you have more 
sharpness with edgier movesets and 
tweaks that will make professional 
Melee players happy campers as well. 

Naturally, there are various modes 
and options in play that let you keep 
enjoying the game beyond your time 
spent in standard versus matches. You 
can take on a short but sweet row of 
battles in the Classic Mode and adjust 
the difficulty up or down as you like, 
as in Kid Icarus: Uprising. Then you 
have the All-Star Mode, in which you 
battle all the characters in the game 
back to back (in chronological order of 
their first appearances, stretching 
back to the '805) for a massive test of 
endurance. There are also the stadium 
games and Smash Run. 

Smash Run's been pushed pretty 
hard by Sakurai and his team in the 
lead-up to this game, to the point 
where some might be sick of hearing 
about it even before getting their 
hands on the final game. But it is 
genuinely fun to play, as it combines 
the beauty of Kirby Air Ride with the 
harshness of the Smash Bros. 
universe. 

For the hunters of extras, there are 
of course tons and tons of trophies for 
you to collect. The ones in the 
Nintendo 3DS version are almost com- 
pletely about handheld games, and 
I've already spotted quite а few inter- 
esting ones - Fluidity: Spin Cycle, 
Freakyforms Deluxe and Dillon's 
Rolling Western all have a spot on the 
list and it shows that Nintendo is also 
willing to support its recent history! 

Finally, and most importantly, we 
have to talk about the presentation. 
The game looks downright beautiful 
on Nintendo's 3D handheld, and it's 
clear that Sakurai thought long and 
hard about how to approach the title. 
The results are a game that is as close 
as the console experience as you could 
ever hope to get, and then some. The 
Clever idea of outlining the characters 
makes sure that you can see them at 
all times and ensures that you never 
lose focus during a fight. Add to this a 
brilliantly composed soundtrack, 
which has tunes from all sorts of fun 
places - there is, for example, a crazy 
remix from Mario & Luigi: Dream Team 
that puts everybody in a good mood! 


THE NEW CHALLENGERS 

Thanks to Neal and Daan for those 
thoughts! Now, how about seeing all 12 
of the final playable fighters? Turn the 
page to meet the rest of the cast! 
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The hero of Eagleland returns! EarthBound fans 
are used to being ignored by Nintendo at this 
point, but Sakurai really made them sweat 
throughout the last couple of years by not 
acknowledging Ness' return to the playable 
ranks in advance of the game's launch in Japan 
— but when that 3DS version did go on sale and 
fans got their hands on it, they were surprised 
at the amount of EarthBound love packed into 
it! The new Magicant stage pays homage to both 
EarthBound and its Japan-only predecessor, 
Mother, with lots of cameos only the most dedi- 
cated fans would recognize. As for Ness himself, 
he's mostly kept his same moves from past 
Smash installments, with a few tweaks here and 
there - PK Thunder and PK Flash are both 
faster, PSI Magnet has a larger coverage area 
and his Final Smash, PK Starstorm, now causes 
stars to fall in a more focused vertical column. 
Lucas, his series comrade from Brawl, didn't 
make the cut for this sequel - but Ness' custom 
specials bring back many of his moves. 


The flatulent fighter Wario has returned to the 
Smash Bros. series after first being playable in 
Super Smash Bros. Brawl. Wario doesn't seem 
too different at first glance, just a little faster 
and more frantic - though that might just be 
because of how much faster the 3DS version is 
compared to Brawl. Wario's alternate costumes 
once again mirror his two different styles, 
showing him off in both his typical Mario-like 
overalls outfit and his WarioWare ensemble. His 
Final Smash is once again Wario Man, as he eats 
some garlic and runs rampant around the 
screen, usually ending in a triumphant fart. The 
WarioWare stage first introduced in Brawl is tied 
to Wario in the 3DS version, so get ready to play 
some more microgames during your Smash 
Bros. battles again. In my first match as Wario, 
1 joyously hopped on his motorcycle and mis- 
judged its speed, zooming right off the edge of 
the screen to my doom. When you unlock Wario 
in Super Smash Bros. for 3DS, | recommend you 
don't do that. 


FALCO 


Ace pilot Falco Lombardi has flown back into 
the playable Smash Bros. cast from the Lylat 
System, and he's once again arrived with a 
fighting style that's very similar to his 
teammate Fox's in almost every way. (Not that 
anyone wanted him to change, as Falco is 
probably the most loved of the clone charac- 
ters.) One notable change that's applied to both 
of the Arwing warriors is a removal of the 
helpless state you'd end up in after using their 
Side Specials in past games - which means you 
can trigger the Falco Phantasm to make a fast 
horizontal dash, then immediately activate the 
Fire Bird Up Special to gain vertical distance as 
well. It’s a two-step recovery process that lets 
both Fox and Falco get even crazier with playing 
around over the edges of stages, because they 
know they'll be able to make it back to safety. 
The big disappointment with Falco? His Final 
Smash is still the Landmaster. It's a bit ridicu- 
lous that this proud bird has to be shoved into a 
landlocked tank for his big finale, isn't it? 


JIGGLYPUFF 


As if there was any doubt (was there?), the 
petite powerhouse Jigglypuff is back as one of 
the last of the series' original 12 fighters to be 

confirmed for the new Super Smash Bros. 

games. The pink puffball Pokémon is one of the 
last fighters you unlock, which is a stark 
contrast to how she's been treated in the past 
(she was the easiest hidden character to find in 
the original Smash for Nintendo 64, for 
example). Jigglypuff has a lot of the same 
moves that she's had in past games. І was never 
personally that good with landing the timing for 
her Down Special, Rest, but I’ve heard the 
timing might be a little friendlier for it, and that 
it's more powerful too. Once again, for her Final 

Smash, she just gets really big and yells. It's 

kind of annoying, but hey, when you see that 
giant oversized Pokémon, you get the heck out 

of Dodge. Also, the majority of her alternate 
costumes involve Jigglypuff wearing some dope 

hats, including some of the France-inspired 
fashions from Pokémon X and Y. Pretty wicked. 


GANONDORF 


Sad news, hardcore Smash fans - Falcondorf is 
back. Though many had hoped that Sakurai and 
his team would overhaul this iconic Legend of 
Zelda villain to finally have a more unique and 
appropriate moveset, he's instead still largely a 
Captain Falcon clone, wielding versions of the 
Falcon Punch and Falcon Kick that have been 
visually altered to be accented with evil magic 
effects, rather than the Captain's flames of 
justice. But all is not lost! Because of the intro- 
duction of custom special moves in this sequel, 
there are a few alternatives you can swap in for 
his standard Warlock Punch, Dark Dive and the 
rest — including one dashing slash that finally 
sees him pull out a sword! Smash doesn't neces- 
sarily need Ganondorf to become another 
swordfighter overall, but fans have been 
wanting to see him actually use his blade in 
battle ever since in showed up in one of his 
taunts years ago. (But if you want a Ganondorf 
who's truly unafraid of wielding blades, flip over 
to Page 70 for our Hyrule Warriors review.) 


The Robotic Operating Buddy returns! This star 
of the NES launch in 1985 is back to once again 
serve as an ambassador of the 8-bit era, and he 
seems to be getting more and more confident 
with each new playable appearance he makes in 
modern games — because he's packing much 
more of a punch here in the new Smash than he 
did in Brawl. R.O.B.'s first notable change is that 
his spinning Side Special, the Arm Rotor, now 
finishes with a vicious uppercut attack - previ- 
ously it would slice through foes and do decent 
damage, but now it's got the extra oomph 
needed to really send his foes flying. Next, his 
Up Special has received some intriguing alter- 
natives through customization, including one 
that serves as a useful Meteor Smash. Lastly, 
unlike some other Veteran fighters who neede 
it too (cough, Falco, cough), R.O.B. actually did 
receive an all-new Final Smash attack in this 
sequel. Rather than Brawl's weird blinky eyes 
attack, R.O.B. now accesses an incredibly 

powerful, focused laser to send foes soaring. 


DR. MARIO 


The good doctor is back after taking Super 
Smash Bros. Brawl off. At an early glance, he 
doesn't seem much different from his Melee 

counterpart. However, that means he's different 
than Mario as he is now, since the "normal" 
Mario now uses F.L.U.D.D. as his Down Special – 
Dr. Mario retains the Down Special tornado 
ability that Mario had originally (and Luigi still 
uses). His Final Smash is very similar to Mario's 
fiery Mario Finale, but his flame-fueled attack is 
instead littered with 8-bit Megavitamins of 
multiple colors. As someone who loved using Dr. 
Mario in Melee, I'm excited to have him back. He 
might be a clone, but he isn't as straight of a 
clone as he was in Melee, mostly because of 
how much Mario changed. unlike most of the 
unlockable characters, Dr. Mario doesn't have a 
stage tied uniquely to him, though that's mostly 
because this game is already filthy with Mario 
stages. If you want to unlock him when you get 
the game, you'll need to be patient, as he's one 
of the later characters you'll come across. 


"I'm really feeling it!" Yes, it's true - Shulk, the 
hero of the Wii hit Xenoblade Chronicles, has 
arrived in the Super Smash Bros. fighting roster. 

It's almost unbelievable, honestly, given the 
cool reception Nintendo of America had to 
Xenoblade just a few years ago - it took a huge 
fan campaign and months of badgering the 
company just to get them to release it here in 
the States, and now that game's come so far 
since that its hero is appearing on equal footing 
with all the rest of these long-time Nintendo 
icons. Craziness. Anyway, in-game, Shulk justi- 
ies his inclusion even further by bringing a 
totally unique gameplay mechanic into the mix 
— on-the-fly stat changes. He can tap into the 
mystical power of his sword, the Monado, to 
alter his physical properties at will — giving 
himself additional jumping height, maximizing 
his defense, increasing his attack power and 
more. He's a complicated character to use as a 
result, but those who master the power of the 
Monado may be truly unstoppable Smashers. 


DARK PIT 


He first appeared at the end of Palutena's 
reveal trailer back at E3, and his quick cameo 
there sent fan speculation soaring – would he 
be an Assist Trophy? A Stage Hazard? Just an 

alternate costume for Pit? No, Dark Pit has 
managed to actually claim his own spot on the 

character select screen. (Sakurai did create him 
for Kid Icarus: Uprising, you know, and he loves 
to favor his own creations in Smash.) I'm per- 
sonally excited about his inclusion, as anyone 
else who played Uprising should be as well – his 
personality was a perfect counterpoint to Pit's 
in that adventure. And, since he actually is a 
clone of Pit, storywise, it's not so bad that he's a 
clone gameplaywise here in Smash as well. Dark 
Pit's got a few differences, though - his Side 
Special sees him wielding the Electroshock Arm 
instead of the Upperdash Arm Pit uses, and his 
Final Smash is entirely unique - whereas Pit 
summons the Three Sacred Treasures to power 
himself up temporarily, Dark Pit simply brings 
out his Dark Pit Staff for a deadly laser blast. 


BOWSER JR. 


Not only is Bowser Jr. an all-new fighter joining 
the Smash cast by rocking and rolling in his 
Koopa Clown Car, he's also sharing his roster 
spot with all seven of the Koopalings. That's 

right; Bowser Jr.'s alternate costumes are each 

one of the other Koopa Kids (Iggy, Larry, 

Lemmy, Morton, Ludwig, Roy and Wendy), who 

come complete with their own animations and 

names. It's eight characters in one! Their 
attacks all make use of the Clown Car, which 
fires cannonballs, deploys Mecha-Koopas and 
even explodes in the air for the Up Special 
attack. (Of course, a new car appears right after 
the other one explodes.) The characters' Final 

Smash involves transforming into Shadow Mario 

from Super Mario Sunshine, who paints the 
screen in a giant X that damages fighters caught 
behind it. Bowser Jr. is a fun character to use, as 
in every form, he has a kind of manic nature. 

I'm not sure if Bowser's kids are going to evolve 
into a top-tier Smash Bros. character, but I'm 

encouraged by what | see. І know ГИ use them! 


MR. GAME & WATCH 


While he was first teased to be return 
playable cast during Pac-Man's revea 
E3 a few months ago, Mr. Game & Wa 


100% confirmed to be fighting once again in the 
new Super Smash Bros. game. This is the classic 


character's third Smash Bros. appear. 


like most of the other returning Veteran charac- 
ters, he seems pretty similar to his previous 


incarnations at first glance. He still t 
the gigantic Octopus for his Final Sma! 


ing to the 
trailer at 
ch is now 


ance, and 


urns into 
sh. He still 


throws sausages at his enemies. He still para- 


chutes around the arenas to recover 


after he's 


sent flying and still catches projecti 
trusty old oil bucket. Flat Zone 2 retu 
Game & Watch's home court, though 


the last stages you unlock. As someone who 
really loved Mr. Game & Watch in Brawl, I'm 


es in his 
rns as Mr. 
it's one of 


very happy with how he plays in Super Smash 
Bros. on 3DS. І expect to devastate people with 
his awesome back aerial attack all the time 


while being cocky and ringing his bell 
to flaunt my victory. 


endlessly 


DUCK HUNT DOG 


And here it is, the final Super Smash 
roster surprise — none other than the 
"Laughing Dog" from 1985's Duck Hun 


Bros. new 
infamous 
t. The Dog 


has put hunting behind him and instead teamed 


up with a duck to become the 


out-there new Smash Bros. character, 
Hunt Dog is a loving tribute to NES 


games. While most of his normal attacks involve 


basic melee attacks with the duck, t 


smash attacks all make use of light gun sounds 
and reticles. His Standard Special tosses out 


one of the tin cans from Hogan's Alley 


around until it explodes. His Side Special throws 
out a clay disc, from Duck Hunt's Game C mode. 


His Down Special summons an outlaw 


Gunman, who then draws his pistol and fires. 
But the best thing of all is his Final Smash, as it 


carries nearby enemies to a firing га! 


the Wild Gunmen at once, riddling them with 


8-bit bullets. This Dog is the goofiest 
in the entire cast. І just smile when І 
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best animal pair 
in gaming since Banjo-Kazooie. Likely the most 


, the Duck 
Zapper 


he Dog’s 


to bounce 


from Wild 


nge of all 


character 
use him. 


ТЕТКІ5 ULTIMATE 


The original puzzler sensation comes home. 


IF YOU'VE PLAYED one version of Tetris, you've played them all, 
right? Well, no. Not at all. Any veteran player can tell you the dif- 
ferences from version to version. And with Tetris Ultimate, Soma 
Play and Ubisoft will be bringing the legendary puzzler back home 
to Nintendo's portables with tons of extra bells and whistles in 
place (beyond the mere handful of modes and options Game Boy 
players got to experience 25 years ago). 

Those modes include Marathon, Endless, Ultra, Sprint, Battle 
and Power-Up Battle. While we've seen them all before in earlier 
Tetris releases, they're all still worth getting excited about. 

Battle is the standard versus mode we've come to know and 
love, but Power-Up Battle adds items to the mix, given to you 
when you clear lines. These items are brand-new and quite 
creative: the Carousel item will shift opponents' playing fields to 
the left with each added piece (throwing even the most seasoned 
veterans off), the Let it Rain item will dump garbage on top of 
unsuspecting players and the Buzz Saw item actually clears your 
own pieces away if you get into trouble. 

Ubisoft has also outlined a new way of challenging friends by 
saving your play style - your friends can then play you even when 
you're offline. You can track scores on social feeds, and there will 
be in-game events to add further challenge to the title. You can 
even watch replays of matches to study your rivals! Leaderboards 
will keep the community competitive, and there will be a Tetris 
Rank implemented so you can see how you stack up globally. 

The 3DS version will have exclusive challenges, including 
Master Mode, which is similar to the famous "Tetris the Grand 
Master" games in which pieces fall so fast that they appear at the 
bottom before you can blink. Then there's Rotation Lock Mode 
(which prohibits you from rotating your blocks), Escalation Mode 
(with constantly increasing difficulty) and Invisible Mode, where 
blocks will disappear as they approach the bottom of the screen. 

This Tetris edition is shaping up to be a blockbuster! - BRETT 
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FINAL F 


EXPLORERS 


Square Enix takes on Capcom's Monster Hunter. 


THE JUGGERNAUT THAT is Capcom's 
Monster Hunter series is about to get a 
new challenger, as Square Enix draws on 
the beloved Final Fantasy brand to fuel a 
new co-op action/RPG made in the same 
beast-battling mold. Final Fantasy 
Explorers may look like a continuation of 
the Crystal Chronicles series at first 
glance, but this new 3DS game will be 
more action-packed and multiplayer- 
focused (according to the developers), 
with you and up to three friends being 
able to team up either locally or online. 
Set on an island with tons of crystals 
spread across its land, Final Fantasy 
Explorers has you adventuring to find 
and collect the precious stones. But 
apparently massive Summon monsters - 
including series staples Bahamut and 
Ifrit — are protecting the crystals, so 
gathering them will be no easy task. 
(There will be other famous foes from 
the franchise popping up as well, as 
quests are the name of the game here.) 
While this may sound like Monster 
Hunter so far, Final Fantasy Explorers 
plans to set itself apart with a few key 
design decisions. For one, you'll choose 
Classes for your characters, and these 
jobs can be switched out prior to quests. 
The starting class is the Freelancer, and 
you'll have to gather raw materials to 
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acquire better gear as, gradually, new 
character jobs unlock. Roughly 20 
classes will be available overall, including 
the iconic Black Mage, White Mage, Monk 
and Knight. 

The customization won't stop there, 
though. Square Enix also plans to let you 
switch around abilities from various 
classes - for example, your character 
doesn’t have to be a White Mage to be 
able to use the Cure spell. This versatility 
will hopefully create all sorts of cool 
party pairings. 

In addition, Final Fantasy Explorers 
embraces its heritage, with certain 
classes - like the Black Mage - utilizing 
spells and magic to take on foes 
(something Monster Hunter’s never 
done, as that series seems to have a "no 
wizards allowed" rule). Enemies bleed 
numbers, with handy health bars dis- 
played to reveal the life remaining on 
monster foes. These features not only 
befit the RPG franchise, but also may 
make the 3DS game friendlier to new- 
comers. 

These early details, along with 
preview footage, point to a fun handheld 
cooperative experience. Online multi- 
player games are few and far between on 
3DS, especially in the action/RPG genre. 
Needless to say, a new entry is welcomed 
with wide-open arms. 

Final Fantasy Explorers is slated for a 
December release in Japan. - EVAN 


BRAVELY 
SECOND 


After achieving incredible success 
in sales with its first installment, the 
Bravely series is set to continue. 


THE ORIGINAL BRAVELY DEFAULT proved to be a suc- 
cessful gambit for Square Enix. Bereft of the name recognition 
of the company's other role-playing franchises, the game 
featured a unique take on traditional RPG tropes wrapped up 
in an entirely original universe - a brave venture at a time 
when publishers seem increasingly averse to untested proper- 
ties. Fortunately, 3DS owners the world over were drawn to its 
compelling narrative and deep battle system, and the game 
went on to sell over a million copies globally. Looking to capi- 
talize on the runaway success of the nascent series, Square 
Enix has been gradually shedding light on the game's 
upcoming sequel, Bravely Second, which will be released for 
the 3DS in Japan this winter. 

Set a few years after the events of the first title, Bravely 
Second brings players back to the world of Luxendarc. Agnes 
Oblige, one of the heroines who helped seal the Great Chasm, 
has been ordained Pope of the Crystal Orthodoxy and is 
leading the reconstruction of the church, using her ties to the 
various world leaders of Luxendarc to establish a new age of 
peace. Unfortunately, her plans to bring stability to the world 
are cut short when she's kidnapped before a monumental 
peace treaty can be signed, setting the events of Bravely 
Second into motion. 

Along with a host of new locations to explore, Bravely 
Second will introduce plenty of new characters and gameplay 
mechanics to the series. Chief among these is Magnolia Arch, 
one of the new protagonists in Bravely Second who first 
appeared in the hidden "Special Movie" that could be 
unlocked in Bravely Default. (See Classified Information in NF 
Issue #8 for a secret code to use to unlock it!) Magnolia's past 
is shrouded in mystery, but she originates from the moon and 
is the sole survivor of her lunar race, which was decimated by 
a Demon Lord. According to Square Enix, players will get to 
travel to the moon during the course of this adventure. 

Joining Magnolia to form the core fighting force of four will 
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Бе three new heroes named Yuu, Jean and 
Nikolai, a trio that styles themselves after The 
Three Musketeers - hinting that "Musketeer" may 
be one of the new jobs available for characters to 
select in this sequel. Square Enix assures that the 
game will introduce plenty of new vocations to 
the mix, though so far we've only seen glimpses 
of Magnolia as a Valkyrie, a Performer, a Time 
Mage and a Red Mage - all jobs established in the 
first game. 


While Square Enix has yet to announce a 
Western release for Bravely Second, it seems all 
but guaranteed given the success of the first title. 
We still have quite a while to wait until we can go 
hands on with the final game, but the tidbits 
we've heard about it thus far have us excited to 
return to Luxendarc. - KEVIN K. 
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SINCE OUR LAST issue, we've been 
blessed with a plethora of exciting 
new information regarding the 
upcoming Hoenn region Pokémon 
remakes, Alpha Sapphire and Omega 
Ruby. New preview trailers have given 
us extended glimpses of the greatly 
improved Hoenn region, and while a 
newly released map has shown that 
the lay of the land has generally 
stayed the same, the videos have 
revealed that each and every route, 
landmark, town and city has received 
a graphical upgrade. 

To put it bluntly, Hoenn looks beau- 
tiful. The move to 3D graphics that 
began with Pokémon X and Y has now 
been fully realized and the results are 
gorgeous: the lush forests surrounding 
Fortree City, the fiery magnificence of 
Mount Chimney, the mysterious hiero- 
glyphics of the Cave of Origins . . . all 
these and more are now truly sights to 
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behold. Some places have received 
even more of an overhaul, as Mauville 
City looks to be completely enclosed. 
Hoenn's most defining feature - its 
vast waterways and open seas that 
make up a third of the explorable area 
— have benefitted greatly from this 
upgrade, as it should now be more 
enjoyable to surf the watery highways 
and by-ways of this land. 

Also expanded upon are the 
Pokémon Contests, the pageantlike 
competitions that originated in Ruby 
and Sapphire. The basic idea of the 
contests remains the same: Pokémon 
compete against each other not by 
battling, but by best presentation of 
moves, costumes and audience 
manipulation according to the type of 
contest entered (Cool, Smart, Cute, 
Tough or Beauty). But new aspects 
have been added to ramp up the 
excitement. First and foremost, Alpha 
Sapphire and Omega Ruby introduce 
Contest Idol Lisia, one of the brightest 
shining stars of the Pokémon Contest 


Do you think your Pikachu 
wants to change costumes? 
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circuit. She assists you by giving you 
competition outfits and advice. Mega 
Evolutions also play a role in the 
contests, as evolving during a compe- 
tition energizes the audience and 
greatly increases your score. 

Possibly the most exciting new 
addition to the Contests is the inclu- 
sion of the new Cosplay Pikachu, a 
special Pikachu given to you by Lisia. 
As its name implies, this little electric 
mouse can wear one of five special 
costumes, each of which represents of 
the five types of contests. But that's 
not even the most interesting part — 
each costume allows for the Pikachu 
to learn a special move that its species 
can't normally learn. (For example, 
Luchador Pikachu can use Hawlucha's 
signature move, Flying Press.) 

Hoenn's Secret Bases are back as 


well, and they've been upgraded to 
take advantage of both StreetPass and 
QR Codes. Each Pass or Code you 
obtain will grant you access to new 
bases and the players who established 
them, nicknamed "Secret Pals." By 
interacting with the Secret Pals, you 
can battle them, obtain new base 
decorations, get help hatching eggs 
more quickly and even play a game of 
Capture the Flag. You also have the 
ability to set your base up as a kind of 
Gym, with you as the Gym Leader. 
Horde encounters carry over from 
X and Y, several new Mega Evolutions 
have also been revealed (see the next 
page), and everything's just much 
more energized than ever. I think it's 
safe to say that "Hoenn Confirmed" 


has evolved into "Hoenn Exceeded!" 
- THOR 


ыцы > 
r A 
MEGA ALTARIA 


Mega Altaria is the chosen partner of Contest Idol Lisia, 
and for good reason – it becomes even more impressive 
with its Mega Evolution. This feathered beauty becomes a 
Dragon/Fairy-type Pokémon, and changes its ability to 
Pixilate. Its Attack, Special Attack and Defense all receive 
increases. Mega Altaria is the first and (so far) only 
Pokémon in existence to have the Dragon/Fairy typing. 


ra 


С 


МЕСА SLOWBR 


Probably the most unexpected Mega Evolution to be 
revealed so far, Mega Slowbro now sports the Shellder 
that was chewing on its tail as an entire suit of armor, 
which gives it a jump in its Defense and Special Attack 

stats. (Though that arrangement might not have been the 
Slowbro's idea, as it looks like it's being eaten alive.) It's 
still Water/Psychic, but changes its ability to Shell Armor. 


4 
1387138 2 p" . 
The Ghost/Dark-type prankster known as the Darkness 
Pokémon gains one very noticeable change with its Mega 
Evolution: its chest jewel detaches and grows in size, 
becoming a shield that greatly raises its Defense stat. It 
also gains an increased Special Attack and gets Magic 


Bounce as its ability, but suffers from a Speed decrease. 
(It is unknown if the jewel is worth 50 or 100 rupees.) 


MEGA METAGROSS 


The star of Pokémon Champion Steven's team, Metagross 
was a tough cookie even before the ability to Mega 
Evolve was bestowed upon him - now it's truly a beast. It 
receives increases in all of its stats save for its Defense, 
with a significant boost to its Speed. It remains a 
Steel/Psychic type, but picks up the Tough Claws ability. 
(Pictured above is Mega Metagross' Shiny form.) 


E 


MEGA DIANCIE 


This adorable little Rock/Fairy-type Pokémon becomes a 
true Belle of the Poké Ball with its Mega Evolution. Mega 
Diancie receives increases to its Attack and Special 
Attack stats in addition to the large boost it gains to it 
Speed. (However, it also has a decrease to its Defense 
and Special Defense.) Magic Bounce is Mega Diancie's 
new ability, replacing Clear Body. 


MEGA LOPUNNY 


This rabbit's dynamite! Lopunny's Mega Evolution 
changes the adorable Normal-type bunny from a docile 
creature to an aggressive Normal/Fighting-type ruffian. 
It receives an impressive increase to both its Speed and 

Attack stats and now has Scrappy as its ability. And watch 
out for those ears! They've grown longer then before and 
will surely be used to painfully whip opposing Pokémon. 


MEGA SALAMENCE 


This impressive Dragon/Flying type Pokémon has now 
become even more powerful thanks to its Mega 
Evolution. It gets a stat boost for its Defense, and it has a 
new ability — Aerilate, which changes all of its Normal- 
type moves to Flying-type and gives them a 3096 boost in 
power. Its new single-winged crescent form gives it a bit 
of a resemblance to the Star Wars Rebel Alliance logo. 


MEGA AUDINO 


Another welcome addition to the new round of Mega 
Evolutions, Mega Audino gains a secondary typing to 
become a Normal/Fairy Pokémon. The hefty healer from 
Ипоуа becomes even more of an asset with increases to 
its Defense and Special Defense, while retaining one of 
its available abilities in Healer. So far, Audino's the only 
Generation V Pokémon to have a Mega Evolution. 


MEGA DUNSPARCE 


Could it be? Is it true? Could Dunsparce actually be 
getting some kind of acknowledgement that it needs 
serious help in the battling department? Well . . . no. 

Actually, not at all. This is a total joke, meant to get you 
few stalwart Dunsparce fans out there excited for about 


five seconds before you realize we're just messing with 
you. There's no Mega Dunsparce! Let the hate mail begin. 


MEGA SCEPTILE & MEGA SWAMPERT 


The two starter Pokémon from Hoenn that didn't receive Mega Evolutions previously now get to join the 
party that Mega Blaziken got started in X and Y! Mega Sceptile becomes the only Grass/Dragon type 
Pokémon in the series, while Mega Swampert retains its Water/Ground typing. It's currently unknown if 
Mega Sceptile receives any increases or decreases in its stats, but since its ability has changed from 
Overgrow to Lightning Rod, it will no longer receive a 5096 boost to its Grass- 
type moves when it gets down to 1/3 of its HP. Mega Swampert, however, 


receives a great boost to its Attack stat to offset the change in its 


ability to Swift Swim. Just look at how buff it is now! 
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МЫСЫ: our picks for the Тор ЗО most impactful, enduringly 


influential female stars from throughout Nintendo history. 
Gaming just wouldn't be the same without these gals! 
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BUBBLES THE BUBBLEFISH || 


Kicking off our countdown of Nintendo's most famous leading ladies is the first female (7 Ф 
hero to be playable in а first-party game - Bubbles the Bubblefish from 1985's Clu Clu е + 
A 


Land. She's not a character we'd call all that well-known (which is why she’s only ranking in 

here at the bottom of our list, rather than climbing any higher), but Bubbles hasn't been entirely N 
out of the spotlight through the past 30 years. Clu Clu Land has reappeared a few times through 

re-releases, and as we noted in just our last NF issue, she also made an intriguing cameo appearance 


> 
as an unlockable playable character in 2005’s DK: King of Swing for the Game Boy Advance. Will (~ 
she ever spin into action again? Probably not — but she'd be perfect as an Assist Trophy in the Smash vw 30 


Bros. games. (The spikey sea urchins called Unira, also from Clu Clu Land, already appear as items.) 


PAULINE 


Though she’s done little more than play the part of the distressed damsel over the years 

since the arcade release of Donkey Kong in 1981, Pauline can nonetheless not be ignored 

for a list of Nintendo’s leading ladies — if for no other reason than she was the first. Her role in 
the original Donkey Kong would help her earn a spot as Mario’s constant companion in the 
Saturday Supercade cartoon show, as well as in the bonus round of NES Pinball. More recently, 
she’s been appearing in the Mario vs. Donkey Kong series (often as a victim of further kidnap- 
pings), though she also helps run the Mini-Land amusement park and the minigame arcade in 
Minis on the Move. Her recent resurgence has even earned her a spot in the Mii Plaza’s “Nintendo 
Starlets” puzzle. Maybe one day her star will rise further, perhaps racing in Mario Kart? 


CAPTAIN SYRUP 


As the leader of the Black Sugar Gang, Captain Syrup may be beautiful on the outside, but she’s as 


sneaky and devious as her rival Wario on the inside. She first made headlines in the Mushroom Kingdom 


by stealing a giant, golden statue of Princess Peach and hiding it in her fortress on Kitchen Island. When 


her greatest treasure haul was foiled by Wario, she exacted revenge by stealing all of his treasure as he 


slept. (In fact, if Wario slept in for too long, she would even steal his castle out from under him.) After 


her giant, mechanical Gooms were demolished, she’s maintained a friendlier rivalry with the nose- 


picking anti-hero - however, she’s not above manipulating his pride so he'll steal treasures that she 
intends to take for herself, such as the Bottomless Coin Sack from the Shake Dimension. (By the 
way, Captain Syrup’s first name is “Maple” - a fact she is quite keen to hide.) 


ALEXANDRA ROIVAS 


Characters in scary stories typically fall into two major tropes. All too often, they’re either a terrified, 
helpless victim who can only wince in the face of danger, or a fearless action star who clearly doesn’t 
understand the gravity of the situation. However, Alex Roivas is different. As she uncovers the truth 


behind her grandfather’s murder, she discovers a centuries-old plot to bring a Lovecraftian horror into 
our world and destroy all life on it. Rather than cower in the corner, Alex studied the forbidden book 
that chronicled this sinister plan, even at the risk of her own sanity. Even as the stories chipped away 
at her mental health, she found the strength within herself to take on the nightmarish gods and their 
evil emissary. Not only that, but replaying the game allows her to defeat all of the gods and truly free 
the world from their influence. Beating three ancient, all-powerful beings at once? Impressive. 
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KACHI 


Nintendo's most popular games tend to lean towards fantasy/storybook kinds of narratives, but 

every once in a while the beloved publisher will take a chance on something more in the vein of 

Akira or Evangelion. Such is the case with the Sin and Punishment series, which focuses on 

themes like humanity vs. divinity, subjective morality and the whole crazy meaning of life. 

Central to the story of both games is Kachi, a fashionably dressed, hoverboard-riding teenage 

girl who appears to be one of the most powerful beings in the universe. She's a playable lead in the 
зепез Wii sequel, Star Successor, and may very well be the primary antagonist of the N64 original, 
though calling her a "villain" wouldnt be quite right either. Applying black vs. white, right vs. wrong 
ethics systems to otherworldly, probably immortal, near-omnipotent beings like Kachi just doesn't fit. 


WENDY O. KOOPA 


Most of the leading ladies you'll find on this list are fighting against the forces of evil, but a few are just 
rotten to the core - like the Mario series' spoiled brat little girl, Wendy O. Koopa. The only sister in a 
gang of shellbacked siblings, Wendy's gender helped make her instantly memorable in her very first 
appearance in 1990’s Super Mario Bros. З. (When we were just meeting the Koopalings, and it was 
hard to keep all the boys’ names straight. Which one was Larry, and which was Lemmy?) Since the 
NES age, Wendy's reappeared several times in the same role - being the one girl among the guys as 
they each antagonize Mario and Luigi by lording over castles and helping kidnap Princess Peach. 
Recently, though, Wendy's star has climbed alongside her brothers' as they all became playable not 
only in Mario Kart 8, but also in the new Super Smash Bros. for 3DS and Wii U! You go, Koopa girl. 


MIDNA 


As the dethroned leader of the Twili, the mysterious imp known as Midna has been Link's sassiest and most useful 
companion so far. She first joins with Link when she sees an opportunity to destroy her enemies through this coura- 
geous (but empty-headed) farmhand - but she grew to like her little riding wolf before long. While Link's com- 
panions will often pop up to offer sage advice on a puzzle or an enemy, Midna took helpfulness to a new level: 

She could warp Link across Hyrule in an instant, and even take out enemies with the giant hand-shaped 

appendage on her head. As the legend of the Twilight Realm unfolded, it was revealed that Midna's sharp 

tongue and defensive attitude were born from terrible tragedy. Very few video game characters have a 

story arc as believable or as touching as Midna. It had been a while since we'd seen her in action, but 

she's returned just this month as a playable hero in Hyrule Warriors. 


Who's the girl next door living in a haunted mansion? You'd better learn her name, because she's . . . ( 
|| 


ASHLEY 


WarioWare's resident teenage witch, Ashley has been a fixture of Intelligent Systems’ microgame 
collections ever since that series' Nintendo DS installment, WarioWare: Touched. Her cold, 
piercing eyes and horribly hostile, "don't come near me" personality have had the odd 

opposite of their intended effect, as they've been the very things that have gained 

her so many loyal fans. The WarioWare games have several other female members in 

their supporting cast, including Mona, Penny Crygor and the ninja twins, Kat and Ana. But 
Ashley's the one we're spotlighting here, as she's separated herself from the crowd and proven 
herself to be the best of the bunch . . . or maybe she just cast a spell on us? Those piercing eyes . . . 
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AKARI HAYAMI 


Most of Nintendo's leading ladies can be found in action or adventure games, but Akari Hayami is 
unique because she's a playable character in not one, but two separate sports franchises. For starters, 
she stars as a professional snowboarder in both installments of the 1080* Snowboarding series for 
Nintendo 64 and GameCube. Hayami isn't as fast as the other snowboarders, but she has the best 
handling, which means she can slip around corners and avoid trees easily. This makes her a good 
choice for beginner players who are learning the controls and level designs. Akari can also be found as 
a playable racer in the GameCube launch title, Wave Race: Blue Storm, and she's the sister of Ryota 
Hayami, who appeared as a playable jet skier in both Wave Race installments. (To better understand 
Ryota's importance, he even appeared as a trophy in Super Smash Bros. Melee.) 


KRYSTAL 


The most recent recruit to the Star Fox team, Krystal made her debut in 2002’s Star Fox Adventures for D 
the GameCube. She was only briefly playable in that appearance, but she was a main character throughout 

the entire story. She later appeared in Star Fox: Assault as the telepath of the team, as she read thought 
patterns and sent distress signals from different planets. (Players could select her when playing multiplayer 
too.) In Star Fox Command, a large chunk of the plot was centered around her rocky relationship with Fox 
McCloud, and that game's multiple endings showcased a number of different possible outcomes for 
them romantically. Krystal appeared as a trophy in Super Smash Bros. Brawl for the Wii, and when 
Nintendo conducted a survey asking fans what characters they'd like to see in the new Smash, 
Krystal was voted as the most desired female character. (She still didn't make the cut, though.) 


PRINCESS DAISY 


“Hi, I’m Daisy!” Yes, Daisy. We know. You can stop telling us now. But perhaps it's been the 
persistence of this princess that's pushed her placement on this list all the way into the Top 20? We 
have to admit that we're smitten with this monarch of the distant Sarasaland, a girl who made her 
debut by way of the Game Boy's Super Mario Land back in 1989. And that means she's celebrating 
her 25th anniversary right now, right alongside the Game Boy hardware itself! (More on that later.) 
Though she served as little more than a stand-in for Princess Peach in that first appearance a quarter 
century ago, Daisy's since established her own identity through her romantic connection with Luigi, 
her playable appearances in Mario's sports, karting and party games and her friendship with her 
fellow royal. Peach even honors her friend by donning her colors for one of her outfits in Smash! 


LUCINA 


Speaking of Super Smash Bros. (which we're doing a lot here - it must Бе on our brains or something), 
here's one of that series’ newest playable female fighters, Lucina. This warrior woman made her debut 
in Fire Emblem: Awakening, the game that was featured on NF's first cover and also took home our 
award for Game of the Year in 2013. Much of the appeal of that title is tied to this mysterious girl, 
who (spoiler warning) first leaps into the story masquerading as the legendary hero Marth. Her gender 
and true identity are revealed partway through the tale, as it's revealed that she's actually the daughter 
of Awakening's male lead, Chrom, and she's traveled back in time to try to prevent the atrocities of 
her dystopian future. A time traveler? A swordswoman on par with the skill of Marth himself? And 
now playable in the all-new Super Smash Bros. games? Yes, Lucina is a triple threat of cool. 
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JILL VALENTINE | 


Jill may be a curious choice to appear оп a list of Nintendo's leading ladies, as her series of origin, Resident Evil, \ \ 
has had some games published on Nintendo’s platforms, whereas others have only been on competitors’ \ 
machines. When you go back over the list, though, you find something interesting - all of Jill’s starring roles 
have been on а Big М machine is some form. The series’ first outing on Nintendo hardware was 1999’s 
Resident Evil 2 on the N64, which didn’t feature Jill. But that port from the PlayStation was an important 
one, as it marked a shift for the Resident Evil series toward Nintendo - and laid the groundwork for the 
GameCube-exclusive Resident Evil 1 remake in 2002. Jill did star in that game, and it set the bar for 

the future of her entire franchise (because it showcased her skills as a master of lockpicking, no 

doubt). Most recently, Jill headlined Resident Evil: Revelations, which debuted as a 3DS exclusive. 


KAZOOIE 


Kazooie is interesting because she doesn't fall into the typical damsel-in-distress tropes or display the 
stereotypical characteristics of most female characters. Instead, she’s portrayed as rude and sarcastic - 
but she can also be very brave and is always willing to put up a fight. Banjo and Kazooie share the title of 
the N64 classic because Kazooie's role is every bit as important as Banjo's. Without Kazooie's help, Banjo 
wouldn't be able to fly to collect hard-to-reach Jiggies! In some instances, Banjo's unable to climb steep 
slopes without sliding down, and it's Kazooie's job to carry the bear on her back and climb them herself. 
Kazooie can also perform attacks that Banjo can't by himself, such as shooting eggs out of her beak and 
backside, and doing a fast peck attack on nearby enemies. Banjo-Kazooie's an example of a game in 
which a duo of different genders (and species) must work together to accomplish a common goal. 


IMPA 


“Impa” is а name that doesn't refer to just a single individual in Hyrule's history, but rather to a line of women sworn 
to protect Princess Zelda and the Royal Family. Their influence on the Legend of Zelda series should not be under- 
estimated. The earliest known incarnation of Impa fought alongside the Goddess Hylia in the great war against 

the Demon King Demise, and was sent traveling through time to protect the young Zelda who fell from 
Skyloft - while Link was running around trying to find Zelda on the surface world, Ітра was already one 
step ahead. The most famous Impa, from Ocarina of Time, not only built Kakariko Village, but ба 
helped to keep Zelda hidden from Ganondorf for 10 long years and later awakened аз а Sage, А и 
making her instrumental in the downfall of the Gerudo King. Impa's finally CURL E. 
getting her due as a prominent playable fighter in Hyrule Warriors. ^ inta 


VILLAGER 


Oh, to walk with the animals! To talk with the animals! The Villagers do just that in each game of the 
Animal Crossing series, stepping into the world's oddest living arrangement of being the only human to 
take up residence in a town otherwise populated entirely with neurotic dogs, obsessive cats and over- 
bearing rhinos (just to name a few examples). Female Villagers are notable in that they represent the 
first time a Nintendo title ever allowed its players to represent themselves as a unique, independent girl 
- you could choose from a variety of hairstyles and clothing options, or even create your own clothing 
patterns to ensure that your little in-game avatar was without a doubt the only one in existence. You 
could be a boy too, of course, but the point is that the female gender option was there, as most 

games had never had that choice available before. Female Villagers are now in the Smash cast too! 
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Wii ЕП TRAINER 


“Wii Fit Trainer? But she has no personality!" you might say. However, you must never under- 


estimate the power of gamers' collective imagination. Captain Falcon once had no character to speak 
of, but Smash Bros. turned him into a dynamic, campy fan favorite! The new Smash seems to have 
had a similar effect on this acrobatic health nut – since the character's announcement last year, fans 
have cultivated a comical personality for her. No longer a mere workout instructor, the Wii Fit Trainer 
is now so adamant about exercise that she will literally beat fitness lessons into her opponents' heads! 
We'll see what other emergent characterizations the fans come up with once the game's been out 

for a while, but for now she seems like a really fun addition to the Smash Bros. roster. Here's 

hoping we see more of her and her devastating yoga moves in the future! 


COOKING MAMA 


Though her name could be erroneously read as a confession that you'd decided to throw your mother into 
a frying pan, Cooking Mama is instead, of course, a mama who cooks. She's one of only a handful of char- 
acters to debut on the Nintendo DS and enjoy lasting success since then - that portable's touchscreen 
was simply the perfect interface for her particular kind of gameplay, as the Cooking Mama games 
task you to take up your stylus and wield it like a knife (or a variety of other utensils) in a 
virtual kitchen. Mama is both your teacher and your competition, as she shows you the ropes 
and then challenges you to do better than her own dishes. This isn't a woman who never 

comes out of the kitchen, though, as the wild success of the Cooking Mama series led to some 
spin-offs - including Gardening Mama and Crafting Mama - that let her showcase other skills. 


CHUN-LI 


The first lady of the Street Fighter series, Chun-Li is a hurricane-kicking power- 

house whose thunderous thighs and flashing feet have brutalized millions of Amm, 
men and women alike. First appearing in the classic Street Fighter ll in the 

arcades of the early ‘90s, Chun-Li quickly made the leap to Nintendo's systems and 
reappeared there again and again through countless sequels in that fighting series. 

Each time she's been the female lead of the franchise - others like Cammy and 

Sakura have joined the party since, but none can hold a candle to the girl who 

can kick her feet so fast that they blur with constant motion. Most recently 

she's shown up in two crossover titles - 2010's Tatsunoko vs. Capcom and 2013’s Project X Zone. 


PALUTENA 


One of the joys of Kid Icarus: Uprising is listening to the playful banter going 
back-and-forth between Pit and Lady Palutena. The humorous dialogue between 
these two characters is what makes Uprising stand out from other Nintendo games. 
Lady Palutena is the Goddess of Light and ruler of Angel Land, but she's also a 
mother figure, mentor and watchful guardian for Pit. She grants Pit the Power of 
Flight, aids him during battles and guides him through all of his adventures. But don't be 
fooled, because Palutena isn't afraid to get physical herself — as she's now a playable fighter in 
Super Smash Bros. for Wii U and 3DS! Her mixture of beauty, elegance and intelligence has 
fueled her rapidly growing popularity. Want to know more? Flip over to Page 58 for her Profile! 
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SHANTAE 


What more can we say about Shantae? This heroic half-genie has steadily gained more and 

more of a fan following every year since her debut - which seems a bit odd, since she had no new 
games released for a long stretch between 2002 and 2010. That near decade-long hiatus simply 
cemented the cult classic status of her first adventure on the Game Boy Color, though, as it 
became this mythically rare and sought-after hidden gem that millions had missed the first time 
around - so by the time its sequel, Risky's Revenge, finally came along, she had tons of supporters who'd 
still never played her first game, but who'd nonetheless been swept up in its years of whispered praise. 
Today, thankfully, the time we have to wait for her new adventures isn't quite so long. And we should 

be treated to two within the course of the next year, starting with Pirate's Curse! 


ROSALINA 


We've said it before and we'll say it again — Rosalina's star is on the rise. At first, it seemed like this inter- 
galatic gal was going to be another one-shot supporting character. She served as host of the hub world in 
2007's Super Mario Galaxy, and also fueled that adventure's storyline, but all of that could very well have 
been contained within that single experience while the Mario series moved on to whatever next big thing 
inspired its next sequel. Except Galaxy was so good, and Rosalina herself so memorable, that both carried 
on beyond that debut. Super Mario Galaxy 2 came along as a rare, directly numbered sequel from the 
Big М, and Rosie didn't even play much of a role іп it – but her popularity still increased, to the point 
where she was adopted into the extended Mario universe and began popping up in places like the 
Mario Kart and Mario Party. Now, she's taken the next step and joined the Smash Bros. roster too! 


MOTHER BRAIN 


Metroid was a seminal game for female inclusion in more than one way: Not only was Samus Aran one of 
the first women to take charge in a video game, but her primary antagonist, Mother Brain, was female also. 
The organic supercomputer known as Mother Brain was originally designed as a simple brain in a jar, but 
eventually evolved into a monstrous death-laser-wielding technodinosaur that thirsted for complete control 
of the entire galaxy. She was actually quite accomplished for starting off as a stationary lump of gray matter 
hidden deep within a hostile planet — she not only she controlled the nefarious Space Pirate organization, 
but also oversaw the creation of the ubiquitous Metroids and set into motion the events that would lead 

to the creation of her destroyer. To top it all off, she was also the big baddie of Captain N: The Game 
Master, which puts her in a small group of evil female masterminds (no pun intended) in TV animation. 


BAYONETTA 


We're closing in on the top ranks of our list of leading ladies now, and this pick and this position must certainly б 3 #7 * 7 
have sent at least a few eyebrows skyward - but Bayonetta may well be the most important == \ 
woman in this countdown at this particular moment іп Nintendo history. She's the star of an 
М-гакед pair of games, the first of which didn't even come to Nintendo hardware when it 
first went on sale four years ago - and yet when its sequel was in jeopardy, on the verge of 
being cancelled, Nintendo was the company that stepped up to save it. Now, Bayonetta 2's 
a Wii U exclusive, and the Big N taking that action may be critically important if they 
ever hope to recapture the "hardcore" audience that fled to PlayStation and Xbox 
platforms years ago. Oh, and Bayonetta herself? Magically unforgettable. 


FEATURES 


MOTHER BRAINART BY MARK KELLY 
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DIXIE KONG 


While Dixie Kong may not be the 
first female in Donkey Kong Country 
(that distinction belongs to Candy 
Kong), she is the first playable girl in 
the classic series. And that's not all: 
Dixie even beat out Princess Peach in 
starring in her own title! Originally 
introduced in Donkey Kong Country 
2: Diddy's Kong Quest, Dixie Kong 
has appeared in countless Nintendo 
games since then. She's not only 
helped Diddy save Donkey, but also 
played baseball in Mario Super 
Sluggers and jammed on the bongos 
in the Donkey Konga series. (Now 
that's versatility!) But Dixie's biggest 
role is by far headlining Donkey Kong 
Country 3: Dixie Kong's Double 
Trouble! She heads out to save 
Donkey Kong and Diddy — with the 
aid of her cousin, Kiddy Kong — 
making her a certified Nintendo star 
in the process. Dixie Kong was quiet 
for the past few years, though, until 
Retro Studios thankfully threw her 
back into the limelight with Donkey 
Kong Country: Tropical Freeze. 
Returning with her signature helicop- 
ter twirl, Dixie can glide and even gain 
altitude by spinning around her yellow 
ponytail. She definitely gives Diddy a 
run for his money as the best possible 
side character in the Wii U title. But 
no matter what, Dixie Kong deserves 
her spot as one of Nintendo's leading 
ladies and hopefully receives more 
attention in the years ahead. Let's see 
her duke it out in a future Super 
Smash Bros. game, or put the pedal to 
the metal as a DLC character in Mario 
Kart 8! The world needs 


more Dixie Kong. 
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POKÉMON 
TRAINERS 


Pokémon battles are a great equalizer. 
It doesn't matter who you are or 
where you come from; if your strategy 
is sound and your team is strong, you 
have a shot at the big time! It's little 
surprise that there are so many strong 
female Pokémon trainers out there - 
though it wasnt until Kris' debut in 
Pokémon Crystal that we got to take 
on the role of a female trainer. And 
what a debut it was! Throughout the 
game's story, it was revealed that the 
legendary beast Suicune took a par- 
ticular interest in the young trainer. 
Ultimately it was discovered that by 
capturing it, Raikou and Entei, Kris 
was able to earn the respect of 
Ho-Oh, the mythical Pokémon of 
Rejuvenation. Cynthia is another 
great example. As a true Renaissance 
woman, she spends almost as much 
time researching Sinnoh's history and 
mythology as she does with her team. 
Throughout Diamond, Pearl and 
Platinum, she not only helps the 
player defeat Team Galactic, but she 
educates them on the different loca- 
tions and stories throughout the 
region. At the end of the game she 
proves to be a powerful Pokémon 
League champion, commanding a 
fearsome Garchomp. Speaking of 
Dragon tamers, who could forget lris? 
Dragons are a notoriously difficult 
type to train, yet lris has been said to 
“know the hearts of dragons" from an 
early age, becoming a Gym Leader in 


the process. She helped the player 


fight Team Plasma, and in just two 


years’ time, became a League 
champion herself. What's more, she 
uses an almost all-female 
team of Pokémon! 


MS. PAC-MAN 


To many, Ms. Pac-Man is the first lady 
of video games . . . quite literally, as 
she was the first female video game 
character to feature so prominently, 

and in her own title, no less. “Рас- 
Man was the first commercial video 
game to involve large numbers of 
women as players," Midway spokes- 
man Stan Jarocki told Electronic 
Games Magazine in 1982. "It 
expanded our customer base and 
made Pac-Man a hit. Now we're pro- 
ducing this new game, Ms. Pac-Man, 
as our way of thanking all those lady 
arcaders who have played and enjoyed 
Pac-Man." Not only was Ms. 
Pac-Man a smash hit, but some con- 
sidered her game superior to her male 
counterparts. Unfortunately for 
Midway, however, they did not have 
the authority to go forward with such 
an undertaking, leading to the friction 
that would eventually dissolve their 
partnership with Pac-Man's IP holder, 
Namco. Fortunately, despite this, the 
popularity of Ms. Pac-Man led to 
Namco adopting her as a part of 
official Pac-Man lore and her game as 
an official title in the series. Ms. 
Pac-Man has since shown up in 
numerous games, cartoons and mer- 
chandise, including the Pac-Man 
World trilogy, Pac ’п Roll and Ms. 
Pac-Man Maze Madness. In addition 
to those appearances, she appears as a 
playable racer in two of the Mario 
Kart Arcade GP titles, and who 
knows? She might even have a trophy 
or cameo appearance in the new 


Super Smash Bros. 
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They say you always remember your first, and for many а 
Nintendo fan, the first leading lady they encountered was none 
other than Princess Peach Toadstool. Or at least, that was the 
goal, as many a Mushroom Retainer encountered in Super Mario 
Bros. would inform players that "our princess is in another castle," 
thereby limiting the number of Power Players who actually 
encountered the damsel in distress in Mario's first big adventure. 


Not that there wouldn't be more opportunities, however; she's 
frequently cited as being in more video games than any other 
female character in history. Even those players who were unable 
to finish the trek through World 8-4 would be able to make her 
acquaintance as a playable character from the outset of Super 
Mario Bros. 2, where her ability to float while jumping would lead 
to her becoming a fan favorite for years to come. 


More often than not in action games, Peach waits to be rescued 
at journey's end, but she has been known to roll up her sleeves 
and get down to business when the situation calls for it. Whether 
it's kart racing, sports, parties, role-playing games, melees and 
brawls, and even in her own self-titled platforming spin-off, Super 
Princess Peach for the Nintendo DS, Peach can be found in the 
center of the action. More recently, she returned to platforming 
once again as one of the playable characters in Super Mario 3D 
World, where she was actually the first one to give Bowser chase 
upon his kidnapping of the Sprixie princesses. 


Peach has appeared in mediums beyond the realm of video games 
as well, from cartoons to comics, from clothing to toys - and 
she'll be included in the first wave of Amiibo figures later this year 
as the No. 2 toy in the line, just behind Mario. In the end, there 
can be little question that Princess Peach is synonymous with 

Nintendo - a true leading lady. 


PRINCESS ZELDA 


While Princess Zelda doesn't predate a few of Nintendo's first 
ladies (perennial prisoner Princess Peach and primate-purloined 
Pauline), her gentle spirit and wise nature have earned her quite a 
high ranking. If you ask us, Zelda is often unfairly lumped in with 
other damsels in distress due to the fact that she often finds 
herself in hot water. But Hyrule's stalwart princess is one who's 
always had a very active role behind the scenes of the games she's 
featured in (there are a few spoilers ahead, though). 


From the very beginning, Zelda is the one who breaks apart her 
Triforce of Wisdom to keep it safe from Ganon (who at the time 
was going by "Gannon"). Even though she knows her capture is 
imminent, she does what she can to keep Ganon from getting his 
hands on the Golden Power, and instructs Impa on exactly who 
needs to be sought out to help save the day. 


Ocarina of Time's Zelda goes undercover for much of the game 
and assists Link in a variety of ways, including hiding the Ocarina 
of Time while Ganondorf pursues her - again, thinking ahead to 

protect others while she's in danger. 


Wind Waker's Zelda is not only crafty and beloved by her pirate 
crew, but she actively joins in the final battle, playing an integral 
part in Link's otherwise-impossible task of defeating Ganondorf. 
Twilight Princess' Zelda follows a long line of selflessness in her 
heritage as she gives her life force to Midna to help save Hyrule. 
And finally, Skyward Sword's Zelda reverently accepts her fate for 
the good of the land, even if it means leaving her old life behind. 


In nearly every game she's featured in, Zelda has demonstrated 
courage, poise, intelligence and an immense care for others 
through her acts of sacrifice. The princesses within Hyrule's royal 
bloodline have passed these traits onto their descendants; even 


when her own fate is dire, Zelda does everything she can to keep 


Hyrule from falling into darkness, so that 
its citizens can live to see another day. 
For transcending the “girl in trouble” 
cliche and proving it doesn’t always 

take a fighter to be a hero, Zelda has 
rightfully earned her spot as one of 

our absolute top picks. 


FEATURES 


SAMUS АКАМ 


Could there Бе any other? When you think of Nintendo's most iconic characters, even 
aside from separating them by gender, the Metroid зепез Samus Aran is always in mind 
immediately. This is a woman warrior whose first claim to fame was that she kept her true 
identity obscured, like a covert operative who somehow managed to secretly infiltrate 
the male-dominated ranks of early video game heroes in the '80s. Once her series 
proved popular enough to start seeing sequels, though, the truth was out and her gender 
was celebrated as a selling point for Metroid ІІ, Super Metroid and beyond. With each 
new installment to be released, Samus' character as an uncomprosing woman on a 
mission was developed more and more - her strength solidified and reinforced by the 
fact that she was always alone on these Journeys into the depths of alien planets. Most 
recently, Samus starred in 2010's Metroid: Other M for the Wii, a game that's received a 
mixed reception from fans not because of its unusual gameplay, but because of its 
unflattering portrayal of our hero as more vocal and more emotionally fragile than we'd 
ever seen her before. It may have been a misstep for the series (the debate is still on), but 
Samus' character endures regardless. This is the leader of all leading ladies. 


"Never forget child: if you want to be the 
most respected bounty hunter in the galaxy... 


no one can know youre a girl. 7 


г 


NF MAGAZINE YEAR 2 SUBSCRIPTIONS KICKSTARTER PLEDGE COMIC BY ROOK LAND -ТОЅЕЕ MORE, VISITROOKLANDCOM 
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| Hyrule Field | Ше 


stronghold lies - 


| will rendezvous with Кито by Lake Hylia. 
Together we will lead the main charge. 
Lana, you and Agitha will assault their flank. 


I calculate a 98.6% probability 
of this strategy proving successful. 


Cia's forces don't 
stand a chance 
against my spells. 


Captain Link, 
what do you think 
of this plan? 


NF MAGAZINE YEAR 2SUBSCRIPTIONS PLEDGE COMIC BY DAVID FLEMING -TO SEE MORE OF DAVIDS WORK, VISIT DFDFLEMINGTUMBLR.COM 
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СОМІС ВЕЕАК 


20 МО 51557 


DANCING ALLOWED 


ON MY SHIP; 


NF MAGAZINE YEAR 2 SUBSCRIPTIONS KICKSTARTER PLEDGE COMIC BY ANGELA CHRISTY - TO SEE MORE OF ANGELAS WORK, VISIT SMEASLE DEVIANTART.COM 
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The Ми Fighters in Super Smash Bros. for 305 
and Wii U are going to get totally ignored. People will 
play around with them once or twice, make their own 
Miis just to see them jump around, and then that Mii 
Fighter button will never get touched again. Tournaments 
won't allow Miis, so nobody will bother learning their movesets 
to any serious degree. It’s a waste. 


The!Problem 


Standardize a single Mii Fighter and get the greater Smash fandom to 
get behind her as the Mii Fighter option. If every knows exactly 
what to expect when facing off against one particular Mii, and 
tournament organizers ensure that that Mii Fighter is set up 
in the standard, expected way before tourneys begin, then 
the Mii goes from being a totally ignored feature of 
Smash to another viable option for the competitive 
scene. (And fans basically get a new character.) 


The?Proposal 


What do you think of the idea of having a "standardized" Mii Fighter for Super Smash Bros., 


Nikki from Swapnote! She's the only existing, 
named Nintendo mascot who actually is a Mii - her 
Mii isn't some watered-down re-creation of what she's 
supposed to look like, but it is her. It's how she appears in 
Swapnote, and an official Mii QR Code of her exists so that 


her look can be 10075 accurate when brought into Smash. 


so the Miis don't end up being ignored? Get in touch to let us know your thoughts! 
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If you're unfamiliar with Nikki, she was the host of Swapnote, а free letter-sending 305 application that debuted in late 2011. Then, 
two years later, its service was suspended - Nikki was out of work thanks to some users sending inappropriate messages. Now, though, 
this would-be leading lady has a second chance at stardom through Smash. Here's our proposed moveset for her (renamed for flavor). 


Neutral Special >> До ле (8220 


"Neither snow пог rain nor heat nor gloom of night stays these couriers from the 
swift completion of their appointed rounds." As a seasoned letter carrier, Nikki's 
certainly encountered her fair share of inclement weather while out making deliveries - 
and she's never let a little storm slow her down. Now, though, she'll whip up whirlwinds to 
keep her opponents from ever getting safely to where they want to go. 


Side Special >> CAB RAEI 


Remember how Yoda fought in that final lightsaber duel of Star Wars: Episode || – 
Attack of the Clones? That's how Nikki springs into action when she lets her rage really 
get the best of her - flipping out in a wild, forward-flying spin that cartwheels her 
horizontally across the battlefield, then slashing whoever's unlucky enough to be 


in the path of her blinding blade (which she's named “The Letter Opener"). 


Up Special >> [t MED 


Some packages just need a faster form of transit than riding around on the ground 
to get to their destinations, and Nikki's happy to offer an aerial option to her unwitting 
"customers." With a sequence of rapid slashes, this move carries Nikki upward into the air 
- along with any foe who happens to be too close to her when she activates it, too. And 
should she ever get off-course, off the side of a stage? She'll easily recover with this technique. 


Down Special >> Oum ЕР 


Finally, a postal worker is ever vigilant to check that incoming mail is properly addressed - 
and since Nikki herself accepts no packages, any attacks aimed at her by her foes will be 
promptly rejected by this counterattacking 
stance. Try sending that punch to somebody 
else next time! Nikki's not having it. 


To add Nikki to your Super Smash Bros., scan this QR Code to get her 


into your Mii Maker, then customize her moves within Smash itself.* 


* They are the Mii Swordfighter's Neutral 1, Side 1, Up 2 and Down 1. 
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=== COMIC BREAK 


THiS DEEP-FRIED РЕМО iS ALWAYS ON THE 

LooKoUT FoR His NEXT MEAL, So WEVE 
Got To BE ExTRE- 
MELY CAREFUL... 


THE BEST PLAN oF ACTION MIGHT BE To 
DISARM нім WITH MY ZAPPER FIRST, 


Ф 


CONTINUED FROM PAGE40 BYMATTHEWTARANTO CONCLUDESON PAGE 81 
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THANK-YOU, PIT 


CHARACTER PROFILE 


Had Nintendo history turned out differently, this Goddess of Light 
might have been on equal footing with Princesses Peach and Zelda 
today - all three were introduced first as damsels in distress in the m 
mid-'80s, but the Kid Icarus series’ long hiatus kept her from FIRST APPEARANCE 


developing as a character for nearly two decades. Now, though, KID ICARUS (1987) 


Palutena's back in the spotlight and making up for lost time fast. 


Gets a modern makeover Stars in her own 


„д. ; 3 
( № anime special! 
я. AK х 


But Pit saves her twice > 
Joins the playable Smash Bros. roster! 


And gets her 
own trading card! 


Is possessed by the Ў 
freaky crab-looking 


Then gets turned 
to stone by Orcos 


parasite thing, the 
г Chaos Kin, and 
=, E Gets overthrown and justi и 
р imprisoned by Medusa But only to serve as a background character 
= 
, D 


| think they used it in that one seríes, 
"Super Bash Sisters." 


For this first game in the series, Palutena's 


name was the one on the box - in Japan. "Kid Palutena made brief appearances in 2008's Super Smash Not content to simply observe the action from a distance any more, though, 

Icarus" is known as "Palutena's Mirror" there, Bros. Brawl, but she didn't really get to shine again until Palutena's now bringing both her voice and the full range of her powers as the 
50, like The Legend of Zelda, it's a franchise the Kid Icarus series itself was resurrected over 20 years Goddess of Light to the battlefields of the new Smash Bros. games. Nearly every 

named for its leading lady rather than its after its last outing. Whole generations' worth of character newcomer who's been introduced for these new titles has had a unique gameplay 

playable hero. And though she only appeared evolution were packed into Uprising, though, as Palutena hook to call their own, and Palutena's is that she has more wholly different custom 
at its end, this adventure also had multiple was presented as a banter-happy jokester who loved to special moves to choose from than any other fighter on the roster. Whereas most 
endings. In the best one, Palutena uses her keep in constant conversation with Pit as he went on his characters' custom specials are just slight variations on their established moves 
powers to age Pit up into "Man Icarus," and many missions to defeat the forces of the underworld (adjusting their speed or hitting power), Palutena has 12 signature attacks, ranging 
cherubs fly by dropping hearts. Romantic! Army. She's now Nintendo's most vocal female star. from a teleporting technique to an enchantment that makes her faster than Sonic. 


Magical staff 


THE SMASH LEAK 


We discussed the major roster-spoiling leak for the 
new Smash games back in the News section, but while 

that one was the largest among them, there were 

several other "leaks" of dubious authenticity in the 

preceding months and years. One that no one could 
reliably disprove (at the time) was the image above of 
Palutena, which was posted online months before she 
| ў UM \ was Officially announced to be joining the cast at E3 
- ў 2014. It has been confirmed fake since, but what 
m here for ь У ` made it especially confusing was that she 
7 ; 4 | ЗЕ really was a lock to be added to the roster 
this time - so it didn't surprise anyone 


alittle divine ! lE д =>" to see her in the ате” sare than 
е е 99 й 1 > а " _ 
intervention. 


“p 


(Don't tell her she's 
over-accessorized.) 


ARTISTIC 
INSPIRATION 


You'll get some more context for 
this comparison when you flip the 
page to read this issue's Warp Zone, 
but it's an interesting note to point 


Longest hair among А out that while Palutena never 
Е Бэ \ | appeared іп the Captain М cartoon 
the Leading Ladies: Я AA» as herself, her earliest concept art 


We believe so. ] 1 Е did inspire the look of that show's 
ЖА leading lady, Princess Lana. The 
scepter, the outfit and even Pit's 
position as her most loyal soldier 
were all a match - though Lana 
wasn't a goddess. (Kevin might have 


WHAT'S IN A NAM E? | ; pe had a harder time hitting on her if 
е : he had been.) 
The Kid Icarus series has its creative roots in Greek зы 


mythology, as several characters, like Medusa, are 
lifted entirely from those ancient tales - while others, 


like the double-headed dog Twinbellows, are clearly 
simple renames (in Twinbellows' case, Cerberus). 
Palutena is in the latter category, as no Greek myth 
will present you with a person of that particular name 
— but they will tell you about Pallas Athena, the Greek 
goddess of wisdom, courage and inspiration. 


IT'S NEW TO МЕ! 


Our teenaged correspondent takes on the first adventure of Nintendo's most 
famous female hero, Samus Aran. Will he be hopelessly lost in the depths of 
Zebes, or sail through all the way to the final confrontation with Mother Brain? 


METROID. IS. AWESOME!!! This game is an adventure of 
epic proportions that puts you into the suit of bounty hunter 
Samus Aran and takes you deep into the planet Zebes to track 
down nefarious Space Pirates and destroy their biological 
weapons known as Metroids. 

At first, dropping into the planet of Zebes is disorienting 
because you're not given any direction - just a vague goal of 
stopping the Space Pirates. As І began playing, Samus 
appeared, the ominous music set in and I set out. Checking 
quickly to the right and the left | discovered my first upgrade, 
the Morph Ball. upgrades are my favorite part of Metroid, as 
each piece gives you another tool to destroy your enemies and 
navigate more efficiently. 


The main focus of the game is exploration - platforming 
through caverns and corridors to discover powerful tools to 
utilize to stop the Space Pirates. Zebes is deep and unfath- 
omable to new players, requiring navigation skills to keep 
from being lost constantly. As І continued down the first 
hallway, ! battled several monsters, and the limited range 
of my weapon was frustrating. But І soon figured out — 
after several deaths - how to outmaneuver each enemy. 

As І explored, І discovered a Missile Pod, which gave me 
the ability to fire missiles. This new weapon changed the 
game, as I could instantly kill any enemy I'd seen so far, and 
1 also thought Га be able to use them to open the red doors 
І wasn't able to access before. 

But, to my surprise, the missiles wouldn't open the red 
doors. 

І tried shooting them. I tried shooting them three times 
in a row, just to be sure. Then, after hours of frustration, І 
finally figured out it took five missiles to open one red door. 
That was a way of thinking I’m not used to as a young 
gamer. 

This landslide discovery led to a mountain of success - І 
investigated every branch of Zebes, discovering Hideouts 
and killing Mini-Bosses. 

Another place І was stuck for a long time was Norfair. 
The lava-filled depths of Norfair are an anthology of secret 
passageways and fake walls. 

One by one I collected Missile Pods, Energy Tanks, 
Bombs, High-Jump Boots, the Long Beam, the Ice Beam, 
the Varia Suit and the Wave Beam. The Wave Beam is the 
best upgrade in the game - once you have it you've 
reached the pinnacle of Metroid. Its insta-kill, completely 
undodgeable orbs of death destruction wreak a kind of 
havoc only dreamed of by Mother Brain! 

After collecting every upgrade I could get my hands on 
and fleshing out the many tunnels of Zebes, | began my 
journey to the final showdown with Mother Brain. This boss 
fight is incredibly difficult. There are lasers and heat rays 
that are flying all over the place, so agility is key. І blasted 
through each Zebetite, keeping well clear of the dangers. 
Making my way to Mother Brain, І unloaded every missile in 
my cache - and all the pent-up frustration from countless 
hours of being totally lost and my untold number of deaths 
and my utter confusion at it all came crashing down as the 
Metroid facility combusted into smithereens! 

To my surprise, when Mother Brain died, a self-destruct 
sequence was activated, and then І was given only a few 
short minutes to climb my way out of a pit. | escaped easily, 
but this is a precedent not emulated enough in modern 
games - that the slaying of the main villain doesn't mean 
you don't still have nasty mess to get out of! Metroid is one 
the best games I’ve ever played, and it's a game that all 
modern gamers should get to play! - TEAGAN 


ADVENTURE 
‘SERIES 


ORIGINAL RELEASE: NES, AUGUST 1987 
PUBLISHER: NINTENDO 
DEVELOPERS: NINTENDO R&D1 
& INTELLIGENT SYSTEMS 


SAMUS IS А 
GIRL! (BUT 
NOBODY 
KNEW.) 


As we've asserted as our opinion 
earlier in this issue, Samus Aran is 
the clear choice as the #1 most 
important female hero in Nintendo 
history - but what makes that a bit 
funny is that, in her debut game, 
nobody really knew she was a girl. 
The original NES instruction 
manual for Metroid used masculine 
pronouns to refer to Samus, 
leading everyone to naturally 
assume that it was a guy running 
around in that robotic suit of 
armor. That was part of an inten- 
tional deception, as Nintendo 
meant for her reveal as a woman to 
be a shocking surprise for anyone 
who finished the game fast enough 
and earned one of the "good" 
endings that unveiled her true 
identity. But even though the con- 
firmation of her gender was in the 
game itself, the fact still wasn't 
widely known until years later! 
First, because Metroid is a crazily 
challenging game, and the require- 
ment for seeing Samus out of her 
Power Suit was to finish the entire 
adventure in under three hours - a 
herculean task requiring multiple 
runthroughs and tons of patience 
for anyone to achieve. Second, 
Metroid's release pre-dated the 
widespread popularity of outside 
game information sources like 
Nintendo Power, so the truth 
couldn't make the rounds that way, 
either. It wasn't until years later 
that the famous "Justin Bailey" 
code (which allows you to play as 
Samus sans Power Suit) finally got 
the word out about who was under 
that armor all 

along. 
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DUCK 
TALES 


12 Pages Of Treasure Ud 
Hunting Strategy S 


Game Boy 
Hits “То бо” 


WARP ZONE 


NINTENDO POWER'S ISSUE for September and 
October of 1989 kicked off with a bang, featuring a 
12-page cover story on Capcom's most famous/ 
popular Disney title, DuckTales. This was followed 
by eight pages of Dragon Warrior, eight for Fester's 
Quest and five for Who Framed Roger Rabbit?. 

A four-page feature delved inside Nintendo's 
first foray into four-player gaming: the NES 
Satellite, a wireless remote station which allowed 
four regular NES controllers to be enhanced for 
numerous specially designed games (six of which 
were featured here). One of those, NES Play Action 
Football, would be highlighted in the 12-page 
preview section alongside the Zelda-like Willow, 
River City Ransom and Batman, which shared 
poster honors with a map for Fester's Quest. (In a 
future issue, editor Gail Tilden would reveal they 
ran into some trouble with Michael Keaton's agent 
on the poster as it made his client look "fat.") 
Howard & Nester's comic placed the eponymous 
duo into the world of Mega Man 2, where Nester 
challenged Dr. Wily to a battle of video game knowl- 
edge. The mad scientist countered with his latest 
creation, the Humanoid Omni-Wonder Automatic 
Robotic Device. Nester managed to best the 
machine, leading to it declaring his superiority, Wily 
strangling his Atomic Chicken and Howard waking 
up to realize it was all just a dream... or was it? 
The Тор 30 was dominated by Zelda II: The 
Adventure of Link, Super Mario Bros. 2, Ninja 


Gaiden and The Legend of Zelda. Meanwhile, the 
NES Journal focused on the upcoming NES Cleaning 
Kit, the Summer Consumer Electronics Show, the 
10th Annual International Othello Tournament 
(featuring a cartoon depicting numerous Nintendo 
characters getting in on the action) and a Celebrity 
Profile on Brian Robbins, then-host of the TV game 
show version of Pictionary. (Oh, and there was also 
something about a new cartoon coming to NBC 
Saturday mornings, but more on that below.) 

This issue’s Player’s Poll offered Power readers 
the opportunity to win a trip for four to the set of 
RoboCop ІІ, where they could tour Houston, watch 
stunts being performed and even meet RoboCop 
himself! Meanwhile, second-place winners would 
get their very own RoboCop arcade machine, while 
third place finishers would receive autographed 
copies of the RoboCop NES game. 

But perhaps the most eagerly-anticipated part of 
this issue was the eight-page feature on the new 
Game Boy, which placed a special emphasis on the 
system's pack-in game, Tetris. A helpful diagram 
displayed the handheld's various functions, and the 
biggest selling point was the idea that it was like 
having a complete NES (and TV) in the palm of your 
hand. Throughout, Howard and Nester demon- 
strated how Tetris worked and the concept of using 
the Video Link Cable for two-player fun. 

Of course, there's plenty more to say about the 
Game Boy, so turn the page, won't you? - DAVID 


CAPTAIN N: THE GAME MASTER 


Following the previous issue's reveal of The Super Mario Bros. Super Show!, the NES 
Journal in this edition kicked off with the announcement of yet another Nintendo- 
themed cartoon from DiC Entertainment scheduled to debut in the Fall of 1989. A 

retooling of the two-part Captain Nintendo story from earlier issues of Nintendo Power, 
Captain 


: The Game Master changed the titular role from a microchip-powered 
employee of Nintendo of America to a more relatable teen Power Player from 
Northridge, Los Angeles named Kevin Keene. Rather than dealing with familiar video 
game foes emerging from volatile Game Paks with electric, sonic and spectrum rays, 
Kevin was instead pulled into his television by the power of the Ultimate Warp Zone - 
ending up in the mysterious Videoland (which, like our hero, ended up forgoing its 
original name of "Nintendoland," presumably to appear slightly less commercial). Upon 
arrival, Kevin found himself transformed into a video game hero, armed with an actual 
laser-firing NES Zapper gun and a "Power Pad" (an NES controller affixed to his belt 
that let him pull off super jumps, run extra fast or even pause the world around him). 


Last issue, we 
told you about 
à television pro- 
gram based on 
the Mario Bros. 
There is another 
television show 
coming your way 
based on Nin- 
tendo and licen-[, „ 
see characters. Vj 
из иШед "Captain | 
М: Game Master^ 
and concerns 15 
year old Kevin 
Keene, a Моћ 


Along with his faithful dog, Duke, Kevin joined forces with such heroes as Pit (known 
here as "Kid Icarus"), Mega Man, Simon Belmont and Lana, Princess of Videoland (flip 
back to Page 59 for more on her origin) to form the "N-Team." Each week, they would 
take on one or more of a number of villains such as Dr. Wily, Dracula and the duo of 
Eggplant Wizard and King Hippo. One concept retained from the original story was the 
driving force behind this united front of villainy, the big, bad Mother Brain, who was 
voiced by none other than lead singer for The Four Tops, Levi "Audrey II" Stubbs. 
The second season added the electronic Game Boy to the ranks of the N Team as a 
goofy, robotic ally, and without a show of their own at that point, Link and Princess 
Zelda made recurring appearances as well (though never officially joining the team). 
Donkey Kong was also a recurring character; though neither really a villain or hero, he 
was just a giant, angry ape who looked out for his own best interests. Unfortunately, the 
show's final season as one half of the half-hour Captain N and The New Super Mario 
World signaled that its days were numbered. Not only did the animation quality drop 
and the runtime get cut to 11 minutes (versus 22), but only seven of the 13 episodes 
featured new stories, the rest repackaged from previous seasons. 


who rules Nin- / 
tendoland had 
gathered 10: 
gether the 
Forces of Light, 
the heroes of the 
different areas 
which comprise 
Nintendoland 
Together they 
invoke the Pow- 
er of the Orb 
and summon a 
champion from | 
another world— Z 
Kevin-to fight the League of 
Darkness. As Kevin is pulled into 
his TV set, his loyal dog, Duke, 
faithfully follows his master and 
| is also transported to Nintendo- 
land. 

Among the characters Kevin 
| meets, Power Players will recog- 
! nize Simon Belmont (Castleva- 
nia), Pit (Kid Icarus), and Mega 
Man, as well as the Eggplant 


is produced Бу those 
wizards at DIC who were 
responsible for the wonder- 
fully successful "Pee Wee's 
Playhouse" and the cartoon 
J version of "AIf", as well as 
" "The Super Mario Bros. 
Super Show.” 

The show is scheduled to start 
September 9. Check your local 
listings. 


Captain N still has his fans today, and the Nintendo Force staff is very much among 


school student them! That's why we wanted to celebrate the show's 25th anniversary by presenting the 


(ond Power Wizerd (Kid Icarus), King Hippo special series of "Princess NF" Comic Breaks in both this issue and the previous one. If 
Player) from (Mike Tyson's Punch-Out!!), and | А + . < 5 5 
Northridge, Cal- ^ the cunning Dr. Wily (Mega you haven't paid attention to them yet, the idea behind them is that 25 years have 


ifornia, who is 
| magically sum- 
moned into his 
| television to 
MEE Nintendoland. 
BEN Princess Lana 


Мап). However, we suspect Cap- 
tain N will find his greatest chal- 
lenge with the diabolical Mother 
Brain (Metroid). 

This program, new to NBC's 
Saturday morning fall schedule, 


passed since Kevin first found himself suck into the world of Videoland, and he's since 
become "King Keene" alongside his bride, "Queen Lana." But a quarter-century of 
fighting off Mother Brain's forces again and again have taken their toll, so it's up to their 
daughter Natalie to form an all-new М Team to continue the fight into a new era! All five 
of our regular comic artists have had a blast bringing Videoland back to life, and who 
knows? Maybe Princess NF's adventure will continue beyond this issue too? 
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SUPER GAME BOY 
RELEASED IN 1994 


GAME BOY POCKET 
RELEASED IN 1996 


DOT MATRIX WITH STEREO SOUND 


BATTERY 


Мање САМЕ BOY... 


THE RELEASE OF the Game Boy in 
1989 wasn't Nintendo's first foray into 
portable gaming (that credit goes to 
the Game & Watch units, of course), 
but Game Boy was the company's first 
handheld device to implement inter- 
changeable video game cartridges. 
Thanks in part to this advancement, 
ithe Game Boy became the first device 
to provide an on-the-go video game 
experience that approached the 
quality of what the Nintendo 
Entertainment System had been 
bringing to players on TV screens 
across the globe. 

While the Game Boy added life to 
such NES staples as Mario, The Legend 
of Zelda, Metroid, Castlevania and 
Mega Man, it would also go on to 
spawn some original franchises that 
still thrive to this day. One tough 
creampuff, Kirby, had his humble 
beginnings on Nintendo's portable 
platform, while the synergy between 
the system and its раск-іп title Tetris 
elevated both to tremendous success 
- 64.42 million units were sold world- 
wide before the introduction of its 
mid-step successor, the Game Boy 
Color, in 1998. 

Game Boy led an unusually long life 
on shelves as well. Whereas frequent 
hardware refreshes have become 
fairly commonplace in the industry 
today (just flip back to Page 8 for con- 
firmation of that), the Game Boy 
lasted nearly ten years before its 
next-level iteration came along. 

Credit for that is largely attributed 
to the advent of another Game Boy 
original, Pokémon. Launched in Japan 
in 1996, the original "Gotta Catch 'Em 
А!" game not only invigorated the 
waning platform with a new lease on 
life, but also did the same for the 
Game Link Cable (which was included 
in early releases of the hardware, yet 
was until then only seldom used). 

Over the course of its life, the 
Game Boy had a tremendous impact, 
setting the pace, tone and standard 
for portable Nintendo hardware to 
this very day. In its time, the handheld 
was so popular that a talking, robotic 
version became a character in Captain 
N: The Game Master. It had its own 
Valiant comic book title. And it even 
transcended normal video game mar- 
keting boundaries to be advertised 
directly to adults! 

A quarter-century later, thanks to 
this humble green-screened handheld, 
we're still playing with power... 
portable power! So to celebrate, we're 
taking a few pages here to highlight 
some of the things that made the 
Game Boy so unique. Enjoy! - DAVID 


GAME BOY UIG 


THE BEST SELLERS 


А pioneer in portable gaming, the Game Boy was big business with games selling 
incredible numbers over the course of its lengthy lifespan. Topping the list was 
none other than the phenomenon known as Tetris, which sold 35 million units on 
the Game Boy alone. (Of course, the fact that the original Game Boy launch 
included the game as a pack-in undoubtedly helped boost those numbers consider- 
ably, their early success almost intrinsically tied.) 

As noted before, the systems second life came from the explosion of Pokémon 
fever around the world. As kids (and some adults) scrambled to catch 'em all, 

Nintendo was able to move approximately 23.64 million units of the initial pair of 
games, Red and Blue, alone. Pikachu's lightning struck twice as the follow-up titles, 
Gold and Silver, went on to move 23 million more units as well. Pokemon Yellow then 
continued to bring in money, as the anime-based version of Red and Blue moved around 
8.86 million units, while Crystal and the video game version of Pokémon: The Trading 
Card Game sold around 3.85 and 3 million, respectively. 

But where would a Nintendo platform be without Mario? Nintendo's main mascot 
takes up the #4 and #5 slots with his two portable outings, Super Mario Land and Super 
Mario Land 2: 6 Golden Coins, which sold 18.06 million and 11.09 million units, respec- 
tively. A port of his original NES adventure, Super Mario Bros. Deluxe, sold over 2.8 
million units in the U.S., whereas Dr. Mario sold to the tune of 2.08 million units in 
Japan. All told, there were over half a billion Game Boy games sold around the world. 


THE COMPETITION 


Game Boy was far from the only portable gaming machine on the market in its era. 
The number one contender for Game Boy's crown came from Sega (of course) in the 
form of the Game Gear. As with all of Game Boy's major competitors, Game Gear 
tried to overtake its opposition by boasting a full-color screen. However, this not only 
drove up the sticker price for the device, but it introduced a hidden cost as well - 
while the Game Boy could last for over ЗО hours on four AA batteries, Game Gear 
needed six just to last from three to five. There were solutions, but when you have to 
keep your handheld tethered to the wall by an AC adapter, it loses something in the 
way of portability, leaving Game Gear to trail the Boy by selling only 11 million units. 

While the Game Gear essentially acted as a portable Master System, NEC's 
TurboExpress was literally a portable TurboGrafx-16, going so far as to use the very 
same HuCard games which ran on the company's home console. Like the Game Gear, 
its color screen and more sophisticated technology came at a greater overall cost. 

Finally, there was the Atari Lynx. Developed by Epyx, the bulky unit might have 
stood a chance by beating the Game Boy to market upon its completion in 1987, but 
it didn't actually go on sale until a month after the launch of Nintendo's platform. 

Game Boy's designer, the legendary Gunpei Yokoi, clearly knew what he was doing 
when designing the machine. Thanks to his philosophy of "Lateral Thinking with 
Withered Technology" (and some really good games), his creation was able to outlast 
all of its competitors through the turn of the century. 


Express 


THE ACCESSORIES 


The Game Boy was a pretty, awesome machine (and pretty awesome for its time), but there was 
one thing it did better than just about any other handheld device out there: Accessorize! Given 
its limited specs, the system had a number of attributes that could stand to be enhanced. Can't 
see the screen? Add a light! Want better sound? Plug speakers into the headphone jack! Going 

through batteries like Mario goes through mushrooms? Get the Rechargeable Battery Pack! 
Or, for those who wanted to go all in, you could even cover your beloved gaming device with 
the monstrosities known as the Handy Boy and the Booster Boy, which featured lights, 
magnifying glasses, stereo speakers and even D-Pad and button overlays. By the time 

you'd finished putting these on, you could barely see the actual system underneath! 

Over the course of the Game Boy's life, newer accessories were created to further 

add to the platform's capabilities. Similar to the NES Four Score, the Game Boy 

Four Player Adapter did just what it said on the label, allowing a quartet of individuals 

to partake in a handful of games, including Nintendo's own F-1 Race, with which it 

came bundled. The Game Boy Camera would later bring digital photography to the 
mainstream (a precursor to cell phone selfies?), and the Game Boy Printer allowed pics 
taken with it to be printed as stickers for posterity. Neil Young's daughter even used the 
camera to create the cover for his album, Silver & Gold. Meanwhile, Japan had its own 
exclusive accessories, such as the Mobile Adapter, which allowed connections to mobile 
phones for remote play in such titles as Mobile Golf and Pokémon Crystal, and the fish- 
finding Game Boy Pocket Sonar. Seriously, let that last one sink in for a minute. 


THE MERCHANDISE 


"Game Boy" became such an iconic that it permeated the market outside itself, leading to other products made in its image, or 
with its logo simply plastered on them. Soon, anything with the word "boy" on it was seen as being related to the ultra-popular 
machine. Officially, several items were released with Nintendo's blessing. Many storage options had the look of the system, and 
often held all the accessories needed for true Game Boy gaming. A Time Boy was released, which was essentially a keychain 
shaped like the system that has a digital clock, along with a wristwatch version called Watch Boy. Calculator Boy is exactly what 
you'd expect, while Radio Boy and Cassette Boy came with headphones. Even shampoos and bath sponges were made, because 
you just couldn't bring a real Game Boy into the tub. (Or could you?) Today, the look of the system is quite nostalgic to a 
certain crowd, and its brand has been thrown on shirts and wallets for geek culture. ThinkGeek has recently taken on the look - 
though unofficially - attributing it to luggage, a flask and a beach towel. During a big history push earlier this century, 
Nintendo even made a Game Boy History gashapon set that included miniature systems, games, the Battery Pack and even 
the Four Player Adapter. Perhaps at some point, Nintendo will resurrect the brand, but until then, the original Game Boy will 
always live on in our hearts . . . and our merchandise. 


ТАКЕ A TRIP BACK THROUGH TIME 


А quarter-century is a long time, and we know that many of you may not have even been born during the years when the Game 
Boy was king of all video game handheld hardware. If that's you, we encourage you to try out some of the classics from the 
system by way of the 3DS eShop. These games are less than four bucks each! And they'll take you right back in time. What's 
more, if you hold down L & R and then press Y while playing, the colors will shift to the original hardware's shades of green! 


арыс Беа фр 


мда ват а рт E: 
apii “ШШ? | 


TETRIS SUPER MARIO LAND MOLE MANIA MEGA MAN V 
All Game Boy gaming should begin at the Mario was miniaturized for the first time Getting into the hidden gems now, Mole Go back to NF Issue #9 to read more Mega 
beginning, with this, the Tetris. No newer here, in the profoundly odd Super Mario Mania is the least remembered game Man Game Boy reviews than you can 
version has ever managed to eclipse the Land. (Really, how often does he pilot a design to come from the mind of Shigeru imagine - or, if you're pressed for time, 
impact of this pack-in puzzler, and its submarine?) Princess Daisy also made her Miyamoto - but it shouldn't be. Its parallel simply jump in with the best of the series, 
timeless line-clearing still rocks today. debut in this pint-sized adventure. plane puzzling is pure perfection. Mega Man V. It's superb. 
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DONKEY KONG KIRBY'S DREAM LAND 2 BALLOON KID CATRAP 
Also known as Donkey Kong '94, this expan- There are tons of Kirby games you could A lesser-known leading lady, Alice was a This puzzler would have been impressive 
Sive remake/sequel to the arcade original choose to play from the Game Boy library, one-shot hero who we've never seen again even without an extra gimmick, but it's got 
first adapts that game's four levels, then including the character's debut – but Dream after this one appearance. It's a good one, one – a full rewind feature. If you mess up, 
wildly evolves into а 100+ level epic adven- Land 2 would give you much more content though, as an inventive side-scrolling, simply turn back the clock Pushmo-style to 
ture packed with puzzling and platforming. for your cash. And animal transformations! story-driven sequel to Balloon Fight. reset things and try again! 
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MARIO'S PICROSS KID ICARUS: OF MYTHS WARIO LAND: METROID ІІ: 
I'm a huge Picross fan, and yet "ме mostly AND MONSTERS SUPER MARIO LAND 3 RETURN OF SAMUS 
ignored the new Picross-e games in the 3DS The series' lone sequel for 20 years until Wario got his start as the boss of Super Finally, we'll end this issue’s Retro section 
eShop - because I'm still not finished Uprising finally came along, "Kid Icarus 2" Mario Land 2, then quickly spun off into his the same way we started — Metroid И is а 
solving the hundreds of puzzles packed in should be played by many more people! own greed-fueled treasure-hunting series. Samus classic that everyone should enjoy. 


here! A huge value for your money. 


ISSUE #11: LEADING LADIES 


INIERVIEW 


МЕ: What are some of the games 
that inspired you to become an 
artist? 

It was 
actually the first Sonic the Hedgehog 
that really got my gears turning. I 
think | always liked drawing, but І got 
a Genesis with Sonic for my sixth 
birthday and it all took off from there. 
| also had a few other games for the 
Genesis and Sega CD that inspired me 
as well – Shining Force and Lunar 
come to mind - but Sonic was my 
mainstay for a long time. І drew 
mostly that up until | was 12 years old 
or so. 


As a primarily 2D animator, how did 
you feel during the N64 era when it 
seemed like games with hand-drawn 
graphics had become a dying breed? 
That's a good question, actually - 
went to college for animation, but I 
felt the whole time that 2D was dying 
(and it мазі), so while І was there, І 
actually put a fair amount of focus 
into learning 3D animation and 
modeling. I figured that 2D illustration 
and animation would be my hobby, 
and 3D work would be my job. But 
then as soon as I started working, it 
seemed like 2D projects were the ones 
that needed те the most! I think I've 
just been incredibly fortunate that 2D 
work has been pretty much exclusively 
what I’ve done since starting in the 
industry. It also helps that in recent 
years, there's been much more 
openness toward games of any art 
style as well. 


How did you get the job to create the 
"UFO Ending" in Silent Hill: 
Shattered Memories, and how did it 
feel to see your artwork in a game 
for the first time? 

That actually came out of nowhere. 
Tomm Hulett had emailed me out of 
the blue saying that he heard І was a 
Silent Hill fan, and asked if I'd be able 
to work on something secret. І pretty 
much jumped at the chance and got 


straight to work. І admittedly never 
got my ending in the game! I beat 
Shattered Memories once but never 
got around to doing it again for the 
UFO Ending. I still got to see my name 
in the credits for beating the game 
normally though, so that was pretty 
cool. 


What was the moment you knew that 
working on video games would 
become your full time job? 

| had assumed for most of my teen 
years that Г work in comics, but I 
went to school for animation to spread 
out my skill set. Even there, though, І 
knew I didn't want to work in 
feature/TV animation like most of my 
peers, so somewhere in college it just 
occurred to me: I love video games, 
why wouldn't І work in games? And so 
І started working with that goal in 
mind. It was a little hard, because my 
aforementioned peers wanted to work 
at Disney and the like, and І don't 
think my teachers understood my goal 
either. But it looks like І did okay 
regardless. 


Scott Pilgrim vs. The World: The 
Game and Skullgirls are two of the 
most popular games you've worked 
on. Which one do you think has a 
better chance of making it to 
Nintendo consoles? 
Probably Skullgirls, since we're still 
working on it! But the chances are 
very low for that, I’m afraid. I’m not a 
programmer, but there are some tech- 
nical hurdles we'd have to overcome, 
as well as uncertainty as to whether or 
not there's a market for a hardcore 
fighter on the Wii U. The lineup of 
indies is getting more and more 
diverse on Nintendo consoles though, 
so І wouldn't say it's impossible. 

Also working on getting a build of 
Cryamore, but so far so bad. 


Speaking of Cryamore, that's another 
game you've worked on that's built 
up quite a following, and thankfully 
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for Nintendo fans, it’s planned for 
release on the Wii U (after you get 
that build working, sounds like). Why 
do you think the game had sucha 
roaring success on Kickstarter? 

| think there’s a lot to like. We haven’t 
had a good Secret of Mana-esque 
game in a while, and | think there's a 
lot of appeal in the old-school look 
and feel of classic RPGs. 

And, of course, Robaato's art is 
wonderful. І know I'm aching for an 
RPG that plays like what | remember, 
but isn't quite as dated as all those 
games actually are. I'm sure it'll do 
great when it hits the Wii U. 


A lot of Super Smash Bros. fans were 
recently exposed to your work for 
the first time thanks to your "Fatal 
Frame in Smash Bros." fan art (see it 
in the sidebar above). What inspired 
you to come up with that idea, and 
were you surprised to see how the 
Internet reacted to it? 


It's kinda funny - I was never a big 
Smash Bros. player because I'm pretty 
terrible at playing anything competi- 
tively, but I've been a bit swept up in 
the excitement for the new game like 
everyone else. It's pretty infectious. So 
after a discussion with a friend about 
who would be a fun addition to the 
roster, І realized that Fatal Frame was 
now a Nintendo franchise and it took 
off from there. I’m glad so many 
people online were on board with it! 


What are some of the challenges of 
adapting a well-known, previously 
low-resolution sprite character like 
Shantae to HD? Was it hard to stay 
true to the character while giving her 
a fresh feeling? 

| think they did a fantastic job of doing 
her HD redesign; it's cute and modern, 
but still feels like the old Shantae. I 
tried animating the same dances as 
her original sprites though, and that 
was definitely hard. You can get away 


with very little in a tiny sprite, and in 
fact, you pretty much have to simplify 
it as much as possible. But when 
you're animating in HD, you have to 
consider stuff like where she's putting 
her weight and how things rotate and 
move. It's pretty tough and it's really 
hard to keep the same energy as the 
original sprites. 


You're reportedly a big fan of Fire 
Emblem: Awakening, a game that 
requires a lot of patience and repeti- 
tion where sometimes the love of 
your characters is the only thing you 
have to keep you going. Sounds a lot 
like being an animator! Do you see 
any parallels between the process of 
playing a game and creating 
artwork? 

Hm, I guess it's a lot of planning but 
also a lot of trial and error. You have 
to know what you want, but some- 


times it's gonna take a few tries to get 
there. Either way though, they're both 
a lot of fun and a lot of hard work. 


Do you think there's a chance that a 
traditional, 2D animated game could 
ever be a #1 seller again, like how 2D 
animated movies sometimes beat 
out CGI and live-action films in 
Japan? 

| hope so! І feel like ААА 3D games 
have the biggest appeal currently 
because people are used to them, but 
| don't see why a fantastic 2D game 
couldn't be just as big, especially with 
how diverse and interesting titles by 
smaller studios are becoming. 
Hopefully, we can see that someday. 


Do you have any advice for aspiring 
animators around the world? 
Nothing that you haven't heard before, 
but always keep working. Keep 


drawing, keep animating, keep 
studying. You're in for a lifelong 
process, so you just have to keep at it. 
And personally, when І hire people, І 
like to see your personal work - it tells 
me what you're motivated to work on 
and create on your own. Don't forget 
the importance of good work ethic 
when you do get that job though! A 
fantastic but flaky artist isn't gonna do 
a project with deadlines any good. 


If Nintendo gave you control over any 
one of their franchises to create a 
new game, which one would you pick 
and what would the game be like? 


Animal Crossing. І think an AC game 
where you can have more control of 
your town would be a lot of fun. I'd 
love to do things like choose where 
people live or where buildings are. І 
know it's not a game about town 
building, but you do end up spending 
so much time customizing what you 
can that | think having it built more 
toward that end would be cool. 


Finally, if you could have one super- 
power, what would it be? 

Does eating without ever getting fat 
count? 


REVIEWS 


Eight female fighters have 
assembled to face off against the 
evil sorceress Cia in the all-new 
Hyrule Warriors. Turn the page 


^ to read our review! 
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The Women's War 


HYRULE WARRIORS 


THIS IS A bold step for both The Legend of Zelda and Dynasty 
Warriors. Nintendo and Koei Tecmo have crafted crossovers 
before (with various degrees of success), but no previous fran- 
chise fusion has held quite as much weight as Hyrule Warriors. 
One of these series commands a huge following in the West, 
while the other does in Japan, and it seems like letting their 
two worlds collide would be the ultimate way to bring both 
fanbases together. 

And, fortunately, Hyrule Warriors does exactly that. This 
crossover is cleverly written, oozes charm and adds in just 
enough wholly original elements to establish its own unique 
flavor - making it a game that doesn't just succeed as a joining 
of two established series, but a game that can also stand 
entirely on its own. 

Right from the start, it's clear that Hyrule Warriors is more 
Warriors than Hyrule - the Zelda games provide the setting 
and the characters here, but the core of this design is that 
famous Dynasty Warriors battling-thousands-of-foes gameplay. 
That doesn't mean Zelda fans won't get reeled in, though, 
because the developers cleverly present different control 
schemes that make the experience feel more like one of Link's 
adventures than the default Warriors standard would - there's 
even the Zelda games' signature lock-on system in place to 
makes it easier to deal with bigger baddies on the battlefield. 

Those kinds of thoughtful touches show that the developers 
understood who much of their audience would be as they were 
making this one - longtime Zelda fans who've probably never 
touched a Warriors title before. Luckily, the fanservice is piled 
high here, and anyone still a little bit wary after adjusting to 
the controls should be fully pulled in when Link and the other 
heroes start opening up treasure chests and picking up all 
those famous items - the Hookshot, the Bombs, the Bow and 
Arrow take the lead in representing the grand collection of 
subweapons wielded by our Hyrulean Hero in previous games. 

The classic Zelda items are expertly integrated into classic 
Warriors gameplay, which sees you slicing and dicing through 
dozens of enemies at a time. With simple combo sequneces 
that require only two buttons, you'll be using a variety of 
attacks to destroy everything in your path. 

At first, it all seems simple - the early, common enemies 
deal little damage and offer little resistance to your warriors. 
But beyond the game's opening moments, that sense of safety 
is swiftly taken away. You'll have to overtake keeps packed to 


INCOMING DLC 


Our review here reflects the Hyrule Warriors experience 
as it will exist straight off the retail shelf, but DLC packs 
will be going live in the months that follow its release, 
and they'll add new weapons, new maps and, of course, 
new playable characters. Free Day 1 DLC will activate 
the game's Challenge Mode as well as give Link his 
original blocky-pixeled Wooden Sword from 1987. 
Another free pack to follow will make villains Cia, Volga 
and Wizzro playable. And following those will be four 
paid packs, each with different themes - including one 
covering Majora's Mask! Finally, if you decide to pre- 
purchase all of the paid packs in a bundle, you get 
immediate access to a Dark Link costume. We'll cover all 
of the additions in future issues, so stay tuned! 


overflowing with foes, destroy 
progressively bigger baddies along the 
way and then deal with titanic boss creatures 

at the end of many stages. But even when you get used to 
that pattern, your comfort's stolen again - as not every 
stage follows that exact same path. New obstacles 
arise as you go along, making the game an ever- 
evolving puzzle. (For example, you'll have to protect 
certain characters from harm, or destroy evil 
Bombchus heading right for your main base.) 

Evil Bombchus! Seriously, people. 

In the Legend mode (which tells quite 
a cool story, І have to say), you'll play 
through a variety of lengthy missions. 
These 18 action-packed adventures 
have you revisiting famous set- 
pieces from Ocarina of Time, 
Skyward Sword and Twilight 
Princess. (A slight bummer is 
that some of the locations are 
used more than once.) The 
story is much darker than you 
might initially expect, too. 
Beautiful-looking cutscenes 
present themselves between missions, 
and while the characters themselves aren't 
voiced, a narrator does speak up to tell the 
tale. It’s a smart way to uphold the Zelda 
series’ tradition of character silence, without 
throwing away story altogether. 

Absolutely not reflective of Zelda traditions 
is the array of playable characters here - eight 
of whom are women. Link’s always been the 
lone, male protagonist in this franchise named 
for a princess, but now Zelda herself is finally 
controllable in the fight to defend Hyrule. (See 
the sidebar for details on each playable hero.) 

Adventure Mode complements the main 
game - it’s a mode focused on exploring the 
original 8-bit map of Hyrule from the NES, in 
which each screen contains unique challenges, 
additional weapons and more. Playing through 
it is nostalgic fun that can heavily extend your 
playtime - it holds over 100 extra battles. A 

You can also play any mode as a two-player 1 
couch co-op experience, with one warrior wield- 
ing the GamePad and the other watching the TV. 
The framerate takes a dive when you bring a buddy 
along, but it isn't crippling. Online multiplayer is 
missed, of course, but that's a common omission on 
Nintendo platforms that should surprise no one. 

Hyrule Warriors is a fun spin-off of both franchises that's 
absolutely worth playing. It takes some minor missteps, but 
overall, I think this is one major, bold step for these brands 
that may go down as one of my personal Wii U favorites. - DAAN 
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LINK 


Link is a force to be reckoned with, as he wields quite a 
variety of weapons. He starts off with a basic Hylian 
Sword, but shortly after he gets the Magic Rod to wield 
as well - with its mysterious powers in his hands, he's 
able to rain fire down upon his foes and burn them to a 
crisp. Of course, the Master Sword will also aid him in his 
quest, as well as Twilight Princess' Ball & Chain - but his 
greatest weapon has to be the retro-fantastic 8-bit 
Wooden Sword (added to the game as free Day 1 DLC). 


MIDNA 


Out of the mists of the Twilight Realm comes Midna, who 
is ready to set the record straight with her no-nonsense 
attitude and her mastery of dark magic. She's been 
trapped back in her tiny, impish form once again, and 
she's none too happy about that – but her small size 
doesn't keep her from landing big punches. She can use 
her hair to throw enemies and can summon magical 
wolves to ravage entire crowds. She can even give the 
biggest enemies a slap to the face with her Shackle! 


AGITHA 


The self-proclaimed Princess of the Insect Kingdom, 
Agitha's perhaps the oddest member of this eclectic 
fighting force, and she comes to the world of Hyule 
Warriors for one reason - to find more friendly bugs. She 
summons gigantic bugs to roam the field and attack 
everything in sight, and she'll even fly away on a butter- 
fly to causes confusion in the ranks of her enemies. And 
when she doesn't need the help of her insect friends? 
She'll just use her handy parasol to finish the job. 


ZELDA & SHEIK 


Princess Zelda enters the battle equipped with a handy 
Rapier - its quick, slashing blade gives her fast, snappy 
attacks that will certainly leave all her opponents in des- 
peration. For a magical change of pace, she can also tap 
into the powers of the wind by wielding the Wind Waker- 
styled Baton - its great gusts send enemies flying. Zelda's 
alter-ego, the mysterious Sheikah warrior Sheik, is 
mostly treated as a separate character. She uses a Harp 
and ninja-quick moves to surpass her foes. 


LANA 


Newcomer Lana has three weapons that are solely her 
own. First, she can use her Book of Spells to conjure 
some great crowd-control moves - it allows her to stuff 
pages right in the faces of her enemies. Second, her 
nature-powered Deku Spear has even more options for 
crowd control, as it harnesses both the power of water 
and magical trees to blast fiends from the scene. Last is 
her Summoning Gate, out of which some familiar flocking 
chickens will appear to bring forth the pain of pecking. 
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Іп an unique twist of fate, Skyward Sword's goddess 
sword Fi steps out of her prior role as simply a support 
character and joins the battle herself — calculating a 
10096 chance of victory as she does so. She uses her 
arms and legs to slash away at enemies like a figure 
skater - her moves can be best described as acrobatic, as 
she flits and flies all across the battlefield. At moments, 
she'll even transform into an enormous sword to give 
massive crowds of foes a gigantic slash to the face. 


IMPA 


The captain of the Hyrulean army, Impa is the first 
playable character you'll get to command besides Link — 
and she runs onto the battlefields of Hyrule Warriors 
while bringing some glorious blades along with her. The 
first is simply called Giant Blade, and it allows for the 
kind of hack and slash action you'd expect - it brings 
enemies down in style. And that same comment can be 
made for Impa's Naginata, which is a more flexible 
weapon that has more reach and is imbued with fire. 


RUTO 


The graceful princess of Ocarina of Time's Zora people 
doesn't run from a fight - this is a girl who once survived 
being eaten alive by a whale, you know. She uses her 
specialized water attacks to splash through the enemies 
and give them a piece of her mind. Gigantic bubbles, 
quick slashes with her arms and massive aqua tornados 
are just a few of the ways she attempts to do just that. 
Cleaning up Hyrule might be a leaky business, but at the 
very least, Ruto is having a great time while doing it. 


DARUNIA 


The chief of the Gorons from Ocarina of Time, Darunia is 
the lone male hero to aid Link and his friends on their 
quest to restore the worlds. He wields his trusty Magic 

Hammer, using its massive weight to bring heavy justice 
striking down onto the skulls of every fiendish beast he 

meets - leaving no stones unturned. The hammer doesn't 
always do the trick, though, and for moments when he 

needs more mobility, he rolls up into a ball. He then 
slams himself bodily into the ground, causing quakes. 


ZANT 


The evil usurper king of the Twilight Realm, Zant crosses 
paths with the heroes of Hyrule first on his own, then 
later as a subordinate seeking to aid Ganondorf in his 
goals of conquest. This childish lackey opens Twilight 

portals and summons items to crush his opponents with. 

He can also make use of the blades on both of his arms 
to strike with wild, off-axis spins. Completely nuts and 
totally out of his mind, Zant shows that with the right 

ambition, you too can be a villain's most trusted minion. 


GHIRAHIM 


Ganondorf's other loyal servant in Hyrule Warriors is 
Skyward Sword's snake-tongued fashionista, Ghirahim. 
This demon lord stands at the ready with his blade and 
will make sure that his opponents regret ever meeting 

him. (I would. He's creepy.) Next to his sword skills, 

Ghirahim uses magic to throw enemies into the air or 

slice whole squads of enemy soldiers in one single sweep. 
He'll also transform into his more sinister-looking, dark- 
skinned true form to seriously wreak havoc. 


GANONDORF 


Finally, if you find yourself a bit disappointed that the 
Smash Bros. version of this evil Gerudo king continues to 
be mostly a Captain Falcon clone, look no further than 
Hyrule Warriors for a truly satisfying playable take on the 
power-crazed conqueror. With a Great Sword in each 
hand, he uses his dark magic to simply toy with his oppo- 
nents before ending their lives. And if the swords don't 
do the trick, he can create energy spheres of sheer 
darkness and send them crashing down on his foes. 


ASK THE 
FORCE 


WHICH LEADING LADY 
DESERVES TO 
HEADLINE A NEW 
GAME NEXT? 


LUCAS 
Bring back Bubbles! Clu Clu 
Land 2 is far overdue. 
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CHRIS 

I'd love to see a sequel to 
Super Princess Peach. It 

was an excellent plat- 
former that released to 
little to no fanfare, and it 
deserves another chance 

to shine. How about a 
Virtual Console release, 

Nintendo? 


DAVID 
While І concur with Chris 
about a new Super Princess 
Peach, would anyone 
object to a Rosalina solo 
adventure? І didn't think 
50. Daisy would be fun, too 
... Maybe all three could 
get together with Toadette 
and leave the boys at 
ome? 
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ЈОМАТНАМ 
Му pal Kyle over at 
Destructoid recently had 
the idea for a cooking 
game starring Jill 
Valentine. The game is 
called Jill Sandwich, 
because of course it is. 
Г am stealing his idea 
because it is the best idea. 


BRETT 
The Legend of Midna: 
Twilight Adventures. You'd 
play it and you know it. 
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MATTHEW 
15 it a cop-out if І say 
Samus? Because I really, 
really want another 
Metroid... 


Encore Performance 


THE FIRST THEATRHYTHM game 
hooked me in right away with its fusion 
of the majesty and scope of the Final 
Fantasy series and its excellent rhythm 
gameplay. But despite how fun it was, it 
had a few issues - specifically, some 
weird song restrictions in the Chaos 
Shrine mode and an annoying character 
unlock system. This new sequel, called 
Theatrhythm Final Fantasy: Curtain Call, 
corrects pretty much every single 
problem with the original while expand- 
ing the gameplay and experience to а 
tremendous degree. Essentially, Curtain 
Call is the Rock Band 2 to the original 
game's Rock Band 1. 

It all starts with the basics, which 
includes adding in more control options. 
The original only used the touchscreen, 
but the sequel adds in button controls. 
The best part is that you don't even 
need to make a menu choice for it! You 
can just switch mid-song if you're so 
inclined. And while the gameplay is 
Clearly geared for the touchscreen, the 
buttons are totally serviceable too. 

The song list features every single 
song from the original and many new 
ones, for a total of over 200 altogether. 
t's expansive - covering almost every 
nook and cranny of the series, ranging 
rom Final Fantasy VI to the unreleased- 
in-North-America Final Fantasy Туре-0. 
n addition, there are 60 cutely designed 
characters that are adorable to watch 
animate during songs. Unlike the 
original, you have a lot more choice as 
о who you unlock when. While you still 
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need crystal shards to unlock them, 
about five or six characters are tied to 
each color and you can pick what one 
from that group you want to unlock 
when the time arises. Each character 
levels up when you use them, increasing 
their stats and learning new abilities. 
Additionally, you can use unlockable 
CollectaCards to boost their total stats. 
(It’s a nice way to build up a character 
you like who might be statistically 
lacking.) Much like an actual RPG, it's 
fun to use different characters to see 
what abilities they learn and how they 
all work together. 

You can play every song in Free Play 
anytime you want, but the meat of the 
game is in the Quest Medley and Versus 
modes. Quest Medley is like Chaos 
Shrine in the original, but amazingly 
improved. You go on quests, which all 
take place on a world map made up of 
different songs, featuring shortcuts, 
branching paths and all sorts of other 
bonuses. They all build towards a boss 
or two at the end, and because of the 
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wide song selection, you rarely repeat 
songs. It's the primary way to earn 
shards to unlock more characters, and 
it's also a lot of fun to see what the 
game throws at you. 

The Versus mode is ingenious and 
fun, even against the computer. You play 
the same song as your opponent and try 
to get the highest score while also 
building up a meter to unlock random 
attacks on the other player. It's playable 
online, locally or against the computer, 
and can get very challenging in a fun 
way. Even better, it's narrated by a 
Moogle who warns you about your oppo- 
nent's attacks and tells you who's in the 
lead. 

Theatrhythm Final Fantasy: Curtain 
Call is a masterpiece of a rhythm game, 
with great music, addictive gameplay 
and a wealth of content. While it's a love 
letter to Final Fantasy games, I believe 
that Curtain Call is so good, it tran- 
scends that single RPG series - it's just 
an amazing rhythm game that happens 
to have some fun Square Enix fanservice 
peppered throughout. - NEAL 


New Game, Same Name 


LAST YEAR'S TMNT offering for the Wii 
was a bit lacking, to say the least. 
Fortunately, the folks at developer Magic 
Pockets have managed to up their game for 
another go-around on the 3DS. 

unlike the previous title, this game - 
also simply named "Teenage Mutant Ninja 
Turtles" - is based on the recent movie 
from producer Michael Bay, rather than the 
Nickelodeon cartoon series preparing to 
enter its third season. Furthermore, it takes 
place after said movie, though reliance on 
knowledge of the film's plot is minimal, and 
any TMNT fan should be able to leap in with 
little trouble. 

Much as the movie is in some ways a 
departure from previous TMNT iterations, 
so too is the game's genre from past entries 
in the franchise. Rather than an arcade- 
style beat-'em-up, the Turtles are now 
taking their cues from the likes of Gauntlet 
or Diablo in a dungeon (sewer?) crawler. As 
is typically par for the course, each Turtle 
has his own strengths, such as Mikey's pro- 
ficiency with shuriken for ranged attacks or 
Raphael's brute strength lending him an 
edge in one-on-one encounters against 
larger foes. 

Gameplay is enhanced with an experi- 
ence point system which allows you to build 
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up each Turtle's stats, as well as equip 
them with new weapons and abilities. 
Unusual for the Turtles (though not the 
genre) is the lack of jumping, and there is 
an odd (though not unheard of) system in 
place where, much like a role-playing 
game, the computer randomly determines 
whether or not you deal damage to an 
enemy or miss, despite the action taking 
place in real-time. 

While the movie has received a mixed 
reception, there are some nice touches 
incorporated here for fans of the franchise 
to enjoy. In addition to the Shredder, fan 
favorite foes such as the Rat King, Slash 
and even Baxter Stockman put in appear- 
ances. What's more, there's a glimpse of 
the movie's early production in that Danny 
Woodburn and William Fichtner portray 
Splinter and Shredder, respectively. The 
real treat for long-time Turtle fans, 
however, is the original voice of Leonardo, 
Cam Clarke, reprising his role in dialogue 
that's only mildly repetitive. 

The biggest downside is the complete 
lack of multiplayer. But overall, this TMNT 
game is an enjoyable (if not 
outstanding) experience 
for fans of the Turtles – 
and quite an improve- 
ment over their last 
outing. - DAVID 


Back in the Kitchen 


IF THERE'S ONE thing you have to give Mama credit for, it's a 
sense of consistency. Five games in, and not too much has 
changed - at least, not with the core experience, though it does 
seem that Mama has become easier to best with age. Even so, she 
can still surprise you now and again. 

Cooking Mama 5 returns to that core experience once again as 
you use the touchscreen (and occasionally the gyroscope and mic) 
to cut, chop, sift, shake, brush and perform other actions neces- 
sary to putting together a perfect meal. If your culinary skills go 
astray thanks to the periodically obtuse instructions or a surprise 
shift to motion control, however, there's no need to worry; Mama 
will put things back on track and reward you for your efforts upon 
completing the job. 

With the completion of each meal, you unlock another meal of 
the game's 60, along with a minigame from one of the ancillary 
modes. Performing the tasks to make each dish is as fun and 
engaging as ever, but unfortunately continues to lack much more 
sense of purpose by way of some sort of story, competition or 
other backdrop. Plus, the continued lack of any sort of real-life 
recipes for some of Mama's new dishes remains a bit of a disap- 
pointing tease, unless you have some idea of what you're doing in 
the kitchen already. | want to try mozzarella Salisbury steak for 
real, doggonit! 

Beyond the kitchen, there are several categories of minigames 
you can play when not attempting to beat Mama at her own game. 
You can help her around the house, around her garden or in her 
restaurant. There's even a rudimentary educational category with 
tasks such as shuffling letters around to form a word, or inserting 
numbers and signs to complete simple mathematical equations. 
Each uses the same control scheme as the main game, though 
your only goal here is to earn a new high score. 

Speaking of high scores, a new Cooking Dojo mode sees dishes 
you've successfully completed in the main mode unlocked to 
further test your skill. In truth, it's not very different from the 
regular experience, and serves more as a score attack mode. One 
other mode allows for single-card multiplayer in which you race 
against up to three friends to perform one of 15 different tasks. 

In short, Mama is as good as she's ever been, but she doesn't 
seem to be worried about becoming much 
better. - DAVID 
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How to Paint a Pikachu 


PROFESSOR ANDY WOULD like to 
welcome you to the Pokémon Art Academy! 
Learn a wide range of artistic techniques 
over a number of step-by-step lessons - 
from the basics of drawing with pastels and 
pens to advanced shading and highlights 
with the airbrush tool. 

But real learning may not happen here. 

The Art Academy series has traditionally 
taught artistic skills that can be transferred 
to a real canvas, but Pokémon Art Academy 
is something different. While you still have 
the option of a paintbrush, a pastel stick, an 
airbrush and a variety of markers, erasers 
and other tools, this game isn't trying to 
faithfully recreate the feeling of realistic 
painting. It's more like a training course for 
a digital art program, such as Photoshop. 

Rather than textured paper or canvas, 
you're given a blank window. Rather than 
mixing paints, you have a color wheel and 
color swatches. You can work with multiple 
layers. It even cleans up your line work for 
you! 

The meat of Pokémon Art Academy is in 
its lessons. You enroll alongside a talkative 
companion whose purpose is to be awful at 
drawing, and yet aggressively enthusiastic. 
When Professor Andy rewards her "creative, 
abstract style," you can feel the sarcasm 
oozing from your 3DS. 

The first lesson requires you to choose a 
starter Pokémon, then draw its face out of 
simple shapes and colors. The lessons limit 
you to the tools required for the task, 
gradually opening more up to you as you 
progress. If you just want to play, all of the 
painting tools are available to use in Free 
Paint right from the start. 

Upon completing a lesson, you not only 
unlock the next lesson, but new Pokémon 
line art will be made available as an overlay 
in Free Paint. You can download extra tem- 
plates online too (with Kyogre and Groudon 
being among the first to be made available). 

When you finish a piece of art, it's added 
to your album. You can share your creations 


NINTENDO 
HEADSTRONG GAMES 
"d 
— 
оо 
ХУ 
P». 


ISSUE #11: LEADING LADIES 


through either Miiverse or StreetPass, or 
export them as JPEG files to an SD Card that 
can be transferred to your PC. 

unfortunately, this export feature also 
reveals a key problem with creating art on 
such a small screen. Even when you zoom in 
on your artwork to clean up the rough 
edges, it's often too blurry to make out all 
the flaws that are all too obvious when you 
view the full-size version. 

However, there are some other issues 
that can't be blamed on screen size: Some 
of the lessons are simply too rushed. One 
lesson suddenly started discussing lighting 
techniques, as if it were self-evident how 
shadows, highlights and blending work. 
Rather than teaching you to understand the 
technique, you're expected to copy the 
teacher, which means you can't transfer that 
skill to your own creations later, missing the 
point of educational software. 

When you move from lessons and into 
Free Paint, and after having been schooled 
in using layers for construction shapes and 
templates, it's a surprise to find that you no 
longer have these useful tools available to 
you unless you load a pre-set Pokémon 
template. Why you can't create your own is 
a mystery, and it goes against all of the 
lessons in the game, as well as the whole 
point of digital artwork, which is that you 
can use as many layers as you need. 

While it's not a bad package, it's hard to 
recommend Pokémon Art Academy over 
one of the other Art Academy games 
because it's hard to know who this is 
supposed to be for. The early lessons start 
at preschool level, but they advance far too 
quickly for a preschooler. An older Pokémon 
fan must also sit through all of these basic 
lessons before reaching the far more inter- 
esting techniques, but even these aren't 
taught particularly well. 

In fact, if you strip away everything that 
you can get in any other Art Academy title, 
you're left with an annoying companion, one 
extra layer for line work and a bunch of 
pre-drawn Pokémon templates to trace 
over. I'm not entirely convinced that’s a 
good value for your money. - MARK 
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SECOND OPINION 
PROFESSOR LAYTON VS. 
PHOENIX WRIGHT: ACE ATTORNEY 


When we assigned Robert to the review of Professor Layton vs. Phoenix Wright, it was because he was a fan of 
both series - he'd previously reviewed both Layton and Wright games in earlier issues, and had a complete 
knowledge of all of the older installments in both franchises. This kind of thorough fandom is not required to 
enjoy playing the new crossover, though, as І can now assert myself – I’ve now played the game as well, and I 
went into it only as a Professor Layton fan. I’ve always been interested in the Ace Attorney games, but just 
never got around to actually sitting down with them. Layton vs. Wright, though, has done an excellent job at 
introducing Phoenix's courtroom sim gameplay to me - and I'd recommend it as a great jumping in point for 
anyone else in my situation too, as the inclusion of Professor Layton's signature Hint Coins help to relieve some 
of the pressure from tense decision-making moments in this game's witch trials. І have a feeling the reverse 
could be true, too, as those of you established Ace Attorney fans out there who've never before touched a 
Layton title could find this to be a good point of entry for that series as well. And that's the hallmark of a 
successful crossover, isn't it? A game that can take two separate series and merge their signature styles into 
a single experience, managing in the end to elevate interest in both participating brands. - LUCAS 
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А CHAT WITH LiL CHEN 


Getting inside the mind of the first lady of Smash. 


NF: I tried to research this one before getting 
these interview questions together, but I couldn’t 
find anything on it, so here goes - is your first 
name really Lil, or is that more of a nickname, 
like Lil’ Kim or Ш” Abner? Is that a question you 
get a lot? 

Haha, surprisingly І do not get this 
question often! My first name is "Lilian" in full, but | 
am pretty adamant about people calling me "Lil" as 
a nickname. "Lilian" is too nerdy for me (irony?). 


What drove you to start playing Smash Bros. on a 
professional level? Was it something different 
than what inspired you to try the game for the 
first time? 

The desire to be better and to be challenged drove 
me towards the competitive scene. My brother and 
І used to play Smash for countless hours in our 
family restaurant. І recall challenging customers 
often to matches hoping to earn the title of "best" 
Smash player. Actually, | think we began this 
routine with Smash 64! This eventually led me to 
my first local tournament in Connecticut, and my 
Smash adventure took off from there. 


What is it about Smash Bros. that's caused you to 
connect with it more than with other one-on-one 
fighters, like Street Fighter or Mortal Kombat? 

| never liked the rigidity of 2D fighters (which is just 
my personal perception, of course). І dabbled 
around in Soulcalibur and Mortal Kombat as a kid, 
but ultimately gravitated towards the fluidity found 
in the Smash series. Between the set combos and 
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"side-stepping" mechanism of 2D fighters, І felt a 
bit more constricted than І would have liked. 


What are the best and worst things about each of 
the Smash Bros. games? 

| can only discuss Melee accurately, since it's the 
version I have the most experience with. 

The best characteristic the game has to offer is 
easily the feeling of control the player has over 
their character. І honestly believe that this flexibil- 
ity is what has helped the game survive for over a 
decade (and who knows how much longer). The 
gameplay never grows too stale and when facets of 
it seem to slow down, a new development 
somehow surfaces just in time! It seems like there 
is always something new worth discovering. 


The games we play sometimes speaks to our per- 
sonalities and preferences. What kinds of people 
do you think are most likely to master Smash 
Bros.? 

I wish І could give you a concrete list of characteris- 
tics that constitute a top player, but I'm also slightly 
relieved that І can't! Aside from core traits like con- 
sistent tech skill, quick reaction time, sharp 
decision-making abilities and a wealth of knowl- 
edge about the game, our top players seem to be 
all over the map when it comes to their play styles 
and personalities. | think this is why we see top 
players' styles countering each other's so often. I 
am beyond thankful for how dramatically different 
our top players' personalities are. It adds a lot of 
character to our scene! 
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With that said, dedication and passion are 
absolute requirements to succeed at this game (like 
most things in life). | cannot tell you what it’s like to 
be a top player, but | can tell you that they take the 
smallest details into consideration when it involves 
competing for first place. Whether it’s their diet, 
attire, sleep schedule, controller or mental state, 
they’ve definitely thought about it. 


If you could make your own fighting game, what 
would it be like, and how would it play? 

As a graphic designer, I'm aware of all of the details 
that go into the design and creation of a product, 
so I'm reluctant to answer this question. Even if I 
wanted to, I totally can't because I'm not a game 
designer! 

What I can comfortably comment on is one of 
my favorite traits of Super Smash Bros. Melee: its 
capacity to be played at a overwhelmingly large 
range of levels. One of the many reasons many 
people can relate to Smash is because it can be 
played as either a party game or a high level com- 
petitive one. Whenever I mention Smash Bros. 
around people, the immediate response is usually, 
"| used to play that game all the time in college!" 
Even once you've broken into the competitive levels 
of gameplay, there is still a vast range of different 
skill levels. The possibilities the game has to offer 
are quite literally infinite. 


Super Smash Bros. Melee is over 10 years old, but 
thanks to events like APEX and EVO, the game's 
competitive scene is more popular than ever. 
What do you make of the recent rise in popularity 
of eSports, and where do you think eSports will 
go from here? 

| would also add that the Smash Bros. documentary 
by Samox lent a huge hand in boosting the 
presence of the competitive Smash scene! Telling a 
great story is such a wonderful way of getting 
people to care. 


| find the speed at which the eSports industry 
gained popularity to be more shocking than its 
actual popularity. І can only assume that the pro- 
jected path for the future of eSports will continue 
skyrocketing upwards for years to come. With the 
increasing prevalence of "Internet" culture, nerd 
culture and the need for technology, І don't see 
eSports going away anytime soon. 


The organizers of a recent tournament for 
Blizzard Entertainment's Hearthstone: Heroes of 
WarCraft caught some flack for holding gender- 
segregated contests. They reportedly did this to 
encourage women to get into the game, as 
women-only tournaments would, in theory, be 
"less intimidating." Do you think more gender- 
separated tournaments would help or hurt the 
fighting game community's ongoing push to 
become more inclusive? 

To clarify, the Hearthstone tournament organizers 
were criticized because of their decision to forbid 
women from entering their main Hearthstone 
event, and not because of their segregated female 
tournament (rightfully so). 

This is a controversial topic I’ve put a lot of 
thought into. As someone who grew up with pre- 
dominantly male friends, I cringe at the thought of 
needing to be "segregated" into another category 
instead of being among everyone else. The idea of 
all-female tournaments used to make me recoil 
with disgust; are tournament organizers implying 
that I'm not good enough to compete with the 
boys? I'm fairly positive that this is the knee-jerk 
reaction of most when they hear the phrase, "all- 
female tournament." 

Only in recent months has it dawned on me that 
the notion of an all-female tournament actually has 
nothing to do with skill levels. Nothing at all. І des- 
perately wish this was made more clear. The core 
idea of gender-segregated events revolves around 
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providing а safe zone, essentially а welcoming envi- 
ronment for new female competitors who would be 
more likely to come out of hiding if there are other 
women present. 

| plan on writing a more detailed article about 
this in the future, but to sum it up quickly: I've 
always been one of the "bros," but not every 
woman has to be to be a member of the commu- 
nity. 


What do you think it would take for the new 
Super Smash Bros. for Nintendo 3DS and Wii U to 
usurp Melee as the game of choice of the com- 
petitive Smash scene? 

Truthfully, І think Smash 4 is going to need the 
current Smash community's undying support if [it's 
going to have a chance] to ever usurp Melee. І don't 
personally think that Smash 4 can triumph over its 
predecessor for the time being, but that doesn't 
mean there isn't potential for it to grow quite large! 
When Brawl was released, it practically instigated a 
a civil war in our community, nearly wiping out the 
competitive scene completely. Here's hoping we 
don't see that again. 

Again, I’m not a game designer of any sort, but | 
do believe that the gameplay must not accidentally 
reward defensive play. I'm assuming that the 
gameplay needs to have the kind of depth that 
Melee has, not that I’m even sure what that means! 
Realistically, the game just needs to be fun to 
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watch, even for people who aren't necessarily сот- 
petitors. Unless the gameplay's got its spectators" 
attention gripped tightly in its hands, it's hard to 
believe that it will grow to be widely known. 


What have you been working on since you retired 
from playing Smash competitively, and what 
would it take for you to get back into the game? 
Ironically, I’ve actively been trying to take a step 
back from Smash Bros. to focus on my career. 
unfortunately (or fortunately?) | cannot escape the 
grip of the Smash world! It seems that every time І 
try to shuffle (pun) away, I’m pulled back into this 
world. This shouldn't come as a surprise though, as 
this game essentially shaped the last decade of my 
life! Crazy. 

Although I can't invest the time to be a serious 
competitor anymore, I try to help the Smash com- 
munity from the sidelines in any way І can. І am 
genuinely passionate about improving on gender 


and social issues within competitive gaming scenes. 


In a way, I feel responsible as a longtime member 
of the scene. 

Hm, how to get те back to competing? Well, I'll 
need a cloning machine first. Lilian v.1 can focus on 
her career, and Lilian v.2 can eat, breathe, and 
sleep Super Smash Bros. Until І find that machine, 
I'll be devising а way to combine my career and 
Smash! 

NF 


SUPER SMASH BROS. INVITATIONAL 


If you tuned in to Nintendo's coverage of E3 2014 this year, chances are you 
took the time to watch the livestreamed Super Smash Bros. Invitational 
tournament that the Big N held in Los Angeles' Nokia Theatre. Lil Chen was 
one of only 16 Smash players from around the world to be invited to come 
and take part in the first-ever Super Smash Bros. for Wii U tourney. Though 
she and her character of choice, Pikachu, didn't advance to the finals, she 
at least lost to someone who did - Hugo Gonzalez, whose Kirby play nearly 
won him the entire event. Want to catch the whole tourney as a rerun? 
Nintendo only has a brief "highlights" video available, but digilent fans 
saved the entire stream for posterity too. Google is your friend. 


THE SMASH BROTHERS 


Created by Travis Beauchamp (а.К.а. Samox), "The Smash Brothers" is a 
documentary about the Super Smash Bros. competitive scene presented as 
a series of focused episodes. AII together, the nine total installments paint a 

vivid picture of the history of the Smash scene and introduce viewers to 
several of the top players, including Lil Chen. She's featured prominently in 
"Episode 5 - Revolution," though you'll want to watch the entire saga if you 

see even just a piece of it. Every episode is viewable by visiting: 


eastpointpictures.com/documentary 


~ 
ч 


PLAYABLE 
PAULINE 


Mike Mika's Donkey Kong: Pauline 

Edition was coded overnight for his 2 
three-year-old as a surprise. Не BAGABABSAADDS 
posted it online and it went viral, 


igniting a debate about gender 
roles. Says Mike, though, "I didn't 
set out to... try to make a state- 
ment. І just wanted to keep that 
little grin lit up on my daughter's 
face every time we sit down to play 
games together." 
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PLAYABLE CHARACTERS MATTER. I'm self- 
aware enough to know that my hype for different 
fighters being confirmed for Super Smash Bros. 
borders on the unhealthy, and that the number of 
people who are joining me in my opinion that 
Hyrule Warriors' Ganondorf is superior to Smash's 
Ganondorf may be far fewer than I think (because 
not everyone gets so nitpicky). But when we play 
games, we get invested in just who it is who's 
standing in for us on the screen. We want to be able 
to identify with them. To connect with them. It can 
spoil the fun of playing a game at all if who we're 
made to embody in the game world doesn't match 
up with how we want to be represented. 

A father named Mike Mika found this out in 
March of last year, when his three-year-old 
daughter was playing Donkey Kong and said, "How 
can І play as the girl? І want to save Mario!" 

Well, that little lady just happen to have 
the right Dad to ask, as Mike's an accom- 
plished game designer. He quickly set about 
hacking the code of the classic arcade title to 
accomodate his girl's request, and Donkey 
Kong: Pauline Edition was born. Fans across 
the Internet praised Mike's efforts, and soon 
others were imitating his initiative by swap- 
ping the heroes and the damsels in distress in 
other classic Nintendo games. 

Which brings us to Zelda Starring Zelda. 
The most prominent project of this kind, to 
me (probably because the original Zelda is 
one of my favorite games of all time), Zelda 
Starring Zelda simply makes good on the 
mistake people have been making for 
decades when they've assumed the series' 
main character is named Zelda any way. 


ZELDA STARRING ZELDA 


Modern hackers are removin 
games - so they can replace t 


g the men from old-school 


em with women instead! 


Now, rather than Link being referred to by 
the wrong name one more time, Zelda really 
is the hero of The Legend of Zelda. 

The project came to life when a woman 
named Kenna W. showed Mike Mika’s Donkey 
Kong work to her boyfriend, Simon. She said 
she wanted to do the same thing, but, 

"| want to switch around Link and Zelda." 

As both Kenna and Simon had the know- 
how to make that happen, they did – even 
going as far as altering the colors of the 
default clothing away from Link's common 
green to a bold red just for Zelda to own. 
Though the Blue and Red Rings in the game 
will still alter her color later in the quest.) 
Kenna and Simon released their work for 
public consumption and were met with such 
positive feedback that they decided to keep 
going and create a Zelda Starring Zelda take 
on A Link to the Past from the SNES as well. 
That project has been completed too, and 
was released earlier this year. 

This kind of work is fantastic — it makes 
me want to jump in and swap a female lead 
into another classic game myself! Because it's 
going to make a difference. Maybe just for 
one three-year-old girl, or maybe hundreds 
of girls. But playable characters matter, and І 
love that they'll now be able to play as a 
character they can more easily identify with. 
- LUCAS 


PLAYABLE ROSALINA 


Since Rosalina was first introduced in 2007, she's grown in popularity to the point where 


she's been made playable in several recent games, from Mario Kart 8 to Super Mario 3D 
World. But what would it have been like if Rosie had already existed as part of the Mario 
universe in time for the SNES era of the early '90s? Perhaps something like the fan- 
made Super Rosalina World above. It's just one more of the growing number of 
examples of classic Nintendo titles being "updated" to support female heroes decades 
after their debuts. Do you know of another? Get in touch to let us know about it! 


COMMUNITY 


GorrA РАХ’ EM ALL! 


Do you dream of being the very best, like no one ever was? 


Test yourself against the real Gym Leaders of the PPL. 


IT WAS A seasonably mild Friday morning in April 
as a steady stream of people in geeky T-shirts and 
various cosplay outfits made their way into the 
Boston Convention and Exposition Center. After the 
mandatory bag check and a pause to stuff unneces- 
загу coats inside, my boyfriend and І made our way 
into the hall. Immediately І pulled out my 3DS XL 
and got a few StreetPasses out of the way before I 
saw my quarry, then switched to Pokémon X. 

"Excuse me, are you accepting any challengers 
right now?" | asked as І approached a guy wearing 
a khaki union suit, a homemade proton - excuse 
me, Rotom pack - and a neon green fleece scarf 
adorned with buttons and a huge embroidered 
patch. After a brief chat and a discussion of the 
rules, the two of us flipped open our 3DS XLs and 
started to battle. 

It's the PAX Pokémon League, an annual tradi- 
tion that started at PAX Prime in 2010 and made its 
way to Boston's PAX East in 2012. PAX East 2014 
was my second year participating (I had no wins 
whatsoever in 2013), but my first year being fully 
prepared for it. Thanks to some generous fellow 
trainers on Reddit and Nugget Bridge, my team of 
six (Talonflame, Gardevoir, Lucario, Venusaur, 
Azumarill and Manectric) was bred, nicknamed and 
completely EV trained in time for PAX weekend. 
The goal of the PPL is the same as in every main 
Pokémon game: defeat eight Gym Leaders, face the 
Elite Four (actually, Six at PAX), then defeat the 
Champion. It was up to my skills and my team now. 

As І started the battle with John (whose back- 
story on the PPL website detailed his success in 
opening up a "ghostbusting" service in Sinnoh that 
got him the attention of Gym Leader Gardenia), I 
got into a tight spot. І took a few seconds to switch 
to another member of my party, who then made 
quick work of the attacker. Aside from a few online 
competitions, this was one of my first times 
fighting someone head-to-head in person. The 
excitement was building and a smile crept across 
my face. 

I thought, "Wow... this is FUN!" 


There are a few ground rules to the PPL. Moves 
like Minimize and others that lead to drawn-out 
battles are banned. Some Mega Stones are banned 
(no Mega Kangaskhans here), a few legendary 
Pokémon like Mewtwo are banned and some leg- 
endary Pokémon like Zygarde are on a "limited" list 
where a trainer could choose only one. Battles were 
usually six-on-six single battles just like in the 
games, which were an added challenge to me 
because my team was designed to play VGC-rule 
doubles. Every trainer who participated had the 
chance to win raffle prizes that were donated by 
Fangamer, and those who managed to defeat the 
Champion got a special prize (a PPL knapsack) as 
well. 

Then again, for me, it was all about the glory. 

Every Gym Leader of the PPL has a unique back- 
story. Some are based on characters that were in 
the games (Johto Gym Leader Whitney and Kanto 
Gym Leader Sabrina were members of the Elite 
Six), while some were based on other fandoms (І 
missed out on a battle with River Song, who had 
some sort of association with Celebi and a mysteri- 
ous Doctor.) Aside from my battle with John the 
Ghost-type buster, I battled against a pro golfer 
whose party was golf-themed, a self-proclaimed 
protector of pink Pokémon (who was wearing an 
awesome handmade Sylveon hoodie) and a chef 
with a food-based party. 

Every successful battle was another PPL button 
to add to the blue canvas zipper case I was carrying 
my 3DS XL around in. My most memorable 
moment? Saturday afternoon, І led with my 
Azumarill and the opponent switched in an Electric- 
type. It scored a critical hit on my Azumarill and I 
bit my lip as І watched the life bar change color 
from green, to yellow, to гей... and then stop at 1 
HP. "You have got to be freaking kidding me," I said 
as І stared at the screen, realizing at that moment 
how much my hard work in preparation paid off. 

While you could potentially meet up with Gym 
Leaders just by walking around the convention hall 
and at the scheduled meetups, it was more conve- 


nient to just hang out in the Handheld Lounge. 
Picture a very long corridor – I'm going to roughly 
estimate the length at 750 feet - lined with brightly 
colored beanbag pillows, each claimed by a gamer 
who's going to sit down and need someone's help 
to get up again. It became clear to me how popular 
the PPL actually was: many of the Gym Leaders had 
a waiting list ten deep just to get a badge. Patience 
was definitely a virtue, but by the end of the day 
Saturday I had the eight badges required to chal- 
lenge the Elite Six. 

Sunday's battles were a test of my patience. 
While І achieved my first badge with an easy win, 
my second battle against Whitney ended with a 
close loss - but she gave me a badge anyway. It 
was clear to me when І received it that she recog- 
nized and acknowledged my skill, even though the 
odds weren't in my favor. I left Sunday afternoon 
after failing the third time to win the third required 
Elite Six battle, but eight regular badges and two 
Elite Emblems was a great record. І found out later 
that only sixteen people had managed to defeat the 
Champion, including some people who had hung 
out with me while І was waiting for my opponents. 

Aside from time constraints and the long wait 
for some battles, І had a lot of fun. In fact, as soon 
as І got home from PAX East, І started brainstorm- 
ing ideas for Gym Leader personalities and 
Pokémon to specialize in. Could I dress in gothic 
lolita fashion and be a pure Dark-type trainer? 
Maybe I could tap into my inner chef and be a TV 
cooking show-themed trainer? Either way, with 
Omega Ruby and Alpha Sapphire coming out and 
new Mega Evolutions yet to be revealed, there's 
going to be a lot of planning to до. - REBECCA 
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Рокко CHAN 


What happens when Mega Man gets swapped 
out for a mega woman? We get the kind of 
sequel we wish we'd see coming from Capcom. 


OUR LAST ISSUE'S Mega Man fan projects feature highlighted 
a particular browser game called Rokko Chan, a top-to-bottom 
Mega Man clone that swapped our familiar Blue Bomber for a 
blond-haired lass packing serious heat. In light of this issue's 
girl power theme, it's only fitting that we return to this 
charming gem and give it a proper review. 

As previously mentioned, Rokko Chan makes no effort to 
obfuscate its origins - even the name "Rokko Chan" is but a 
cutesy-sounding twist on Mega Man's Japanese handle, 
"Rockman." Shortly after being activated by her creator, Dr. 
Thane, little Rokko catches a newscast about the villainous sci- 
entist Dr. Mad and his army of killer robots. With her blue 
helmet and strong sense of justice, she battles each master 
robot, acquires their powers and then storms Dr. Mad's skull- 
decorated fortress. 

The only noticeable changes between Rokko Chan and Mega 
Man's gameplay are that she jumps higher and dashes instead 
of slides. Nonetheless, the game exudes a warmth entirely its 
own. Is it the clean NES-inspired pixel art? The impressive char- 
acter designs? The simple yet infectious chiptune soundtrack? 
Rather, it's how the game expertly combines these elements 
into a single package that's equal parts homage and paragon of 
classic game construction. 

With only six starting levels plus the four fortress levels, 
Rokko Chan is already shorter than most Mega Man games, but 
what it lacks in length it makes up for with an assortment of 
exciting gimmicks. For example, Jet Man's stage features a hall 
of wind turbines that must be ridden gingerly lest you fall into 
the abyss, followed by an auto-scrolling section during which 
you must hop off the back of one missile hawk to the next. 
Rolling Man's stage leads you through a series of revolving 
rooms straight out of Super Castlevania IV. Even late in the 
game, you're given a chance to climb aboard a mech not unlike 
Mega Man X's Ride Armor. 
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Many fan works have been built from this template, 
of course, but whereas others have stumbled due to the 
developers' infeasible intentions or sheer lack of technical 
Skill, Rokko Chan succeeds because it plays a safe hand. I 
wouldn't call it an ambitious game by any stretch, but iron- 
ically that's not a knock against it. Its structure is that of a 
Mega Man highlights reel - a curated collection of the most 
entertaining moments with none of the fat. And when it comes 
to challenge, the game applies just enough pressure without 
becoming excessively demanding of your time and patience, as 
is the failing of similar retro throwbacks that conflate "old- 
school" with "Nintendo hard." 

But you can't sing the praises of Rokko Chan without return- 
ing to the heroine herself. More than a female Mega Man, 
Rokko is an expertly realized creation - an adorable yet deadly 
combination of function and style. Hers is a streamlined design 
that's visually distinct from her Capcom cousin yet every bit as 
appealing. And the ponytail? Icing on the cake! It's no surprise 
that she's been able to attract a fan following in the online art 
community. 

Take a butt-whooping robot gal, then drop her in what feels 
like a long-lost sequel in a pop- 
ular NES franchise and you've 
got Rokko Chan. You probably 
spend too much time online 
anyway, so why not give this web 
treasure a couple hours of your weekend? - TONY 
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СОМІС ВЕЕАК 


WHERE ARE МУ 11% OVER, MOTHER BRAIN! YOUVE LOST! 
SOWIERS?! 


SURRENVER МОМ OF МОМ, 
HAVE TO BRING YOU VOWN! 


MIIVERSE 
WARP ZONE!!! 


IF MY FATHER TAUGHT МЕ 

ANYTHING, 12 THAT YOU 
WHO ARE СМО NEVER UNDERESTIMATE 
YOU PEOPLE?! 4 THE POWER OF NINTENVO FANS! 


ESPECIALLY NOT 
CAPTAIN МЕ! 


CONTINUED FROM PAGE 56 BY MARK KELLY 
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GIRLS MAKE GAMES 


There are many fantastic opportunities for young women to break 
into the video game industry. For example, there's the Girls Make 
Games camp, which is a series of international summer camps and 
workshops designed to encourage girls to get into the process of 
creating their own video games. Girls Make Games recently funded the 
Wii U version of their game The Hole Story! on Kickstarter. Weber State 
University in Utah has run summer camps to expose younger women 
to computer science and video game development, and Northern 
Illinois University has a Just for Girls! Video Game Design summer 
camp (and co-ed summer camps as well). 


The game industry wants more women, but schools need to encour- 
age women that computer science and animation are fascinating 
career options. І learned to start programming games at the age of 13, 
and it helped give me a better appreciation and understanding of the 
work that goes into video game development. 


Sometimes people put too much emphasis on the bad things about 
the video game industry, but І believe that there's a lot of good that 
comes from it too. For example, we've seen gamers run fundraisers 
and marathons to raise money for sick children with cancer. Гуе read 
many stories about games helping people escape from depression and 
personal sadness in their lives. We've seen how video games can 
inspire fans to become writers, artists, musicians and programmers. 


І can't speak for all women, but І have never felt embarrassed about 
embracing my love for video games. | remember 
when Kevin Cassidy vouched for me to join NF 
Magazine, and it showed me how people in this 
community (and industry) can be very support- 
ive and caring for others. | think anyone - 
regardless of gender - should consider a career "m TT 
in the game industry if they are very passionate GIRLS MAK 


about games. CAMES 
P girlsmakegames.com 


